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THE MUSIC DIDN’T DRIVE HIM INTO A FRENZY. 


IT WAS THE GUY WHO SNAKED 


HIS NEW ISSUE OF NINTENDO POWER. 


If your name isn't on the cover of this mag then how did you get this issue into your 
grubby game-gripping palms anyway? A: Begged it. B: Snaked it. C: Got scammed at 
the newstand for $ 3.95. # If you're guilty of any of these charges, there's something 
you should know. Until you get your own subscription, you're never gonna beat 


somebody who gets their own monthly issue of Nintendo Power. @ Be serious for 


a minute. How do you expect to compete against GS 


someone who gets hundreds of hot game tips every month—tips that buy them extra 
lives, help them skip levels and beat the crud out of non-subscribing losers time after 
time-you can't. The only way to stay in the game and stay up*to-date with Ultra 64 

and Virtual Boy is to sign-up now for $1В' and get a fresh, crispy, tip-packed issue of 


Nintendo Power in your mailbox every month. # So forget begging and mooching 


old worn out issues of Nintendo Power off your friends. There's only one thing that 


“Canadian residents pay $25 Canadian funds 


STARGATE 


If you enjoyed the surprise hid 
movie, StarGate, you'll love Е 
game. Take on the powerful forti 
of Ra then try to return through f 
StarGate to earth. It's a dangerous 
journey, but this month's review fea- 
tures insider's tips that will make 


the trip easier. b x 
ж = d 4! 


What would МВА Т.Е. be with- 
out codes? We exposed many of 
the player codes in last month's 
issue, but we didn’t have room to 
print them all. This month, we 
have the rest, and they’re all the 
codes you'll ever need, The walt 
is over! Dive into four pages 
full-only from Nintendo Power. 
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ky adv fou won't want 
1 


VOLUME7I 5 


6 


I am responding to the section 
in Player's Pulse that asked 
what 1 think of the new “аггапде- 
ment.” 1 like it a lot, with the Take 
2 Reviews, the new table of con- 
tents, the Power Players’ ARENA, 
the Power Charts, the new Hall of 
Fame, Most Wanted and the 
relcase forecast. The reason I 
didn't include Now Playing, even 
though it's good, is that I HAVE 
NO IDEA WHAT THOSE SYM- 
BOLS MEAN! So next issue, will 
you please include a legend. What 
really needs improvement (in my 
opinion) is Pak Watch because it's 
kind of confusing about where 
they start, stop and even what sys- 
tem they're for. 
ADAM RANDALL 
THE WOODLANDS, TX 
P.S.: The glow-in-the-dark front 
and back covers are really neat! 
Are you gonna make another 
Link adventure? 


Another game starring Link, huh? 
Well, we don’t know for sure what the 
game development teams over in Kyoto 
at Nintendo Co, Lid. have up their 
Sleeves, but we would advise you to take 
the bet of someone bets you that there 
won't beanother Legend of Zelda game 


T his is awesome!! Forget “the 
next level.” I'm going for 

“loudness.” Computer graph- 
ics on almost every page. 
Anybody who can't appreciate 
your new look should be shot. 
However, correspondence 15 what 
adds spice to NP. Please extend 
the Player's Pulse section. 


PHILLIP MOYERS 
PRINCE GEORGE, VA 


NINTENDO POWER 


think that Pak Watch, Now 
Playing and all of the other 
regular Nintendo Power columns 
are great. 1 think it was time for a 
new look. I was getting tired of 
the “old” look. For a while, | was 
drifting into other video game 
magazines. A big shock came to 
me when 1 opened my January '95 
issue and saw all these cool new 
designs. | realized that no other 
Magazine comes close to 

Nintendo Power inany way. 
LAUREN WYSZINSKI 
BROOKLYN, NY 


hat do I think of the new 
format? IT ROCKS!! No 
more of this happy-go-lucky stuff. 
Tes just straight tothe pointand down. 
to business! I hke Pak Watch's bigger 
pictures and easier-to-understand 
explanation of games. | also bke the 
new symbols m Now Playing Take 2 
is great. If you just want tocheck outa 
game a little bit, you don’t have to 
read through a 6-page review, The 
new Table of Contents 1s cool, too. 
Now I don't have to take 20 minutes 
scanning it to find what page such- 
and-such game ıs on. Thank you ever 
so much for not changing Classified 
Information. Without the manila 
pages and gray border, Pd never find 
it Thanks for a great mag! 
DAVID STEVENS 
LUDINGTON, MI 


ished it. When I put it into the 
envelope and licked it, it didn't 
have the bad-tasting envelope- 
gunk stuff. It tasted really good— 
like carrot juice! It was cool. 1 just 
had totell you. 
MASANDO JENSON 
PORT ORCHARD, WA 


Y ou sent me a survcy and I fin- 


WERE M E DOOD TRADE е 


NINTENDO POWER 
PLAYER $ PULSE 


^ 
THINGS THAT LEY YOU KNOW YOU VE 
BEEN PLAYING FF I1i TOO LONG; 
. You think your neighbor is a spy 
for the Empire 
. You go around asking people to join 
the Returners 
. Youpick fights so you can build EXP 
. You named your dog Intercepter. 
You think your science teacher is an 
Esper 
You think your school ıs ZozoTower 
. You've tried using Fire Spell to light 
the stove. 
. Your brother was picking on you and 
you tried the Bum Rush 
. You thought your family car was 
Magitek Armor 
. You thought your grandma's fruit 
wasapleceofMagicite.  -., 


^ DANHAGEMEIER 
e  EASTPEORIA, IL 


HINTS THAT YOU PLAY TOO 
MANY VIDEO GAMES, 


10. You call your friends Wario, Kirby 
and Link 
9. You throw Sonic Booms at your 
friends 
8. When yougo outside, you see a 
worm running around and a crow 
hovering above 
. Youeat Super Mushrooms and Fire 
Flowers for breakfast 
. Scorpionand M Bison help you with 
your homework. 
. Two apes with bananas and barrels 
haunt your dreams, 
. Your fingers twitch all the time 
. The electric company and toy store 
send youbirthday cards 
. When you get out of the pool, you 
see а sword stuck in the concrete 
with ап owl on hooting, "Are you 
Master Link?" 
1. You can play two-player games by 
yourself! w 


JOEY MOWCZKO 
ELLISVILLE, MO 
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or days, I have waited for 
this Bonus Issue! I had a few 

reliefs and disbe- 
liefs. 1 was hop- 
ing you would 
have a new com- 
іс because it's 
been so long. 
What hap- 
pened to the 
Nintendo 
Power 
Trading 
Cards? I real- 
ly enjoyed the 
Killer Instinct cards. 1 also 
liked the other new improve- 
ments in all of the sections. Every 
time I get a Nintendo Power issue, 
1 automatically go to the poster. 
Every poster I get goes on my wall. 


F 


Congratulations on the new issue. 


DENNIS MADRIGAL 
SUN VALLEY, CA 


Dennis is apparently a little excited 
(or something) 


^M WRITING ABOUT THIS NEW GAME, 

“DONKEY KONG COUNTRY." WHAT 
KIND OF A NAME I5 THAT? AND | BET IT 
ТООК YEARS JUST TO COME UP WITH 
THE THING. WHY, | COULD THINK OF AN 
EVEN BETTER NAME IN TEN SECONDS, 
TOPS! WHAT HAPPENS WHEN Y OU MAKE 
A SEQUEL? SUPER DONKEY KONG 
COUNTRY? WHAT AN ENORMOUS NAME! 

THE OTHER DAY | was skim- 
MING THROUGH THE INSTRUCTION ВООК- 
LET AND | NOTICED SOMETHING, IN THE 
DKC ATLAS, IT SHOWS my GRANDSON 
IN А MINE CART (IF I’M NOT MISTAKEN), 
ABOVE HIM, THERE'S А SIGN THAT 
READS, "LOST MINES.” IF THERE'S A 
SIGN THAT TELLS YOU WHERE YOU ARE, 
THEN HOW CAN YOU BE LOST? YOU 
WHIPPERSNAPPERS AT NINTENDO DON'T 
EVEN KNOW WHAT YOU'RE TALKING 
ABOUT. YOU GUYS REALLY MESSED UP 
THIS TIME! 
WHAT’S WITH SQUAWKS AND 

HIS BLINRIN’ FLASHLIGHT? LIGHTS LIKE 
THAT COULD GIVE AN OLD GUY LIKE ME A 
SEIZURE! IT’S JUST TOO MUCH FOR MY 
POOR OLDEYES. IF | HAD THE FRAMES 
OF ANIMATION, I'D WALK DOWN TO 
NINTENDO AND POP YOU ONE IN THE 
KISSER! 


CRANKY KONG 
KONGO JUNGLE, DRC 


Once again, we humbly bow to the all 

knowing Cranky Kong. Pay aticntion, 
young gamers, and you shall be enlight- 
ened. Cranky has spoken! 


J think the “new look” is totally 
awesome! Especially the Now 
Playing logo. It was nifty how you 
turned the Nintendo logo into an O. 
It says, “Read me” 1 really liked the 
glow-in-the-dark cover and the 
Donkey Kong iron-on, My brother is 
Jealous because he isn’t a subscriber 
and didn't get the trading cards and 
other cool stuff. Your magazine 1s 
the best magazine in the world, 
except, ] think Player's Pulse should 
be four pages so you can print more 
letters and envelope art Keep up the 
good work! 
SHERI GOULART 
CHATTANOOGA, TN 


fter I raked in the cash оп 
Christmas Day, I went to the 
store and bought the long-awaited 
Donkey Kong Country. The first 
time playing, my cousin and [ stared 
amazingly at the stunning 3-D 
graphics, listened to the awesome 
music (I plan on getting the sound- 
track) and were relieved to find out 
that the moves were as easy to learn 
as playing Pong. To sum it up, 
WOW! I feel bad for the players 
using Sega Genesis. To get the 32 
meg experience, they have to spend 
$150. After 1 found that out, the $69 
price tag on DK Country started to 
look pretty good to me. For those 
players out there who are still reluc- 
tant, don’t be! This 1s a must have 
game and there is no possible way of 
denying it! To Nintendo, Silicon 
Graphics and Rare, a great big 
THANK YOU! Because I and other 
video game fanatics out there fully 
appreciate your quality work. 
J.R. VITALE 
LIGHTHOUSE POINT, FL 


NINTENDO POWER 
SUBSCRIPTIONS & CONSUMER SERVICE 


(TOD 1-800-423-4281) 

Call for service general assistanca or to change your adress 
batwoon4 am ardmidnght Расе tina Monday through 
Saturday or 61am, and? pm Sunday French- and Spamsh- 
speaking rapresentatives are available 


TALK TO A GAME COUNSELOR! 
1-900-288-0107 LP) 
1-400-451-1400 $255... 


Call aur Game Counselors for help hetween 4 am. and midnight 
Pacific ime Monday through Satz dûy or Bam and 7 pan. 
Sunday Callersunder 4 naed ta atam permission to caf from 
whoever pays the blt 


PRE-RECORDED HELP FOR 
THE MOST POPULAR GAMES 
1-006-985-1504 Response шен 


Tt may ba long distance, sobefore you call be aura to get par- 
mission from whoever pays tha bil 
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THE LEGEND OF ZELDA: fur PAST 


SUPER METROID 


EN FINAL FANTASY III 
5 1 EARTHWORM JIM 
6 MORTAL KOMBAT II 

227 SUPER РИМСН-ОЦТИ 

E MEGA MAN X2 
9 NBA JAM TOURNAMENT EDITION 

20% NHL HOCKEY ‘95 
n THE LION KING 
12 SUPER MARIO KART 
13 NBA LIVE ‘95 NOT RANKED 
14 F-ZERO NOTRANKED 24 
15 TETRIS & DR. MARIO NEW | 1| 
16 ILLUSION OF GAIA 3 | 5 
17 KEN GRIFFEY JR. PRESENTS MLB 18 12 
18 NBA JAM 10 | Mx 
19 MEGA MAN X 4 | 1 

| 20 FIFA INTERNATIONAL SOCCER |NOTRANKD| З 
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DONKEY KONG 


2 | THE LEGEND OF ZELDA AXE? 

3 | DONKEY KONG LAND ШЕ 3 
4 | SUPER MARIO LAND 2. $98 | NOTRANKED | 30 
5 | WARIO LAND: saxo 

6 SUPER MARIO LAND NOTRANKED | 39 
7 | METROID li RETURN OF SAMUS 9 40 
8 | TETRIS 6 E! 


9 NBA JAM 5 2 
10 MORTAL KOMBAT II NOT RANKED 4 


1 (MORTAL KOMBAT II SUPER NES | SEPT 94 
2 Î SUPER PUNCH-OUTI SUPER NES | OCT ‘94 
3 SUPER STREET FIGHTER Il SUPER NES | JUNE 94 
4 | WWERAW SUPER NES | NOV 94 
5 [MORTAL KOMBAT Il САМЕ BOY SEPT 94 
é | SAMURAI SHODOWN SUPER NES МОУ ‘94 
7 Î MORTAL KOMBAT SUPER NES | SEPT 93 
8 RISE OF THE ROBOTS SUPER NES | DEC 94 
9 — |WWERAW GAME BOY DEC 94 
Со | SAMURAI SHODOWN САМЕ BOY) NOV ‘94 


r1 | “БАМ 
Da yau have an all-time favarite game? Неге аге a few af the classic titles 
that have tapped the charts far manths an end! 


0 gu DAE ues amas у 


Kirby's firs) big introdaction fo the video 
gant world ware mufor hit with бетпе Boy 


KIRBY'S DREAM LAND |10) monas Indi Kr ral oi is Б 
уе! ibe 


Buseball Sters was so popular with viden, 
game players; i} continued to appenr on the 


BASEBALL STARS 23 nons ТЕКЕ, 
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MARVEL COMICS, SPIDER-MAN, and all character 
names and the distinctive likenesses thereof TM (51994. 
Mervel Entertainment Group, Inc. AIl Rights Reserved, 


Justoutsid@ New York City.lies 
Ravéricroft Insane Asylum, notorious 
for the dangerous clientele that have : 
been confined thee over the years. 
For years, it has kept the likes df Doc 
Ock and Green Goblin safely locked 
away, posing nó threat fo anyone but 
themselves. But now, aided by а mys- 
terigus Mastermind, they're back on 
the streets,in "Аёсіаіпт в latest action 
al in fact; the entire Papulation of the asylum is running 
oose'ón the city streets; bent.onwreaking havoc: Thereis 
soma method to the madness, though—the escapees are 
after the web-slinging enforcer who put them in the as ylum 
to begin.witb,.Spider-Man.— 


lO NINTENDO POWER 


WEB-SLINGER 


if anyone can defeat this legion of loonies, it’s Spider-Man. Armed 
with the strength, speed, and sticky climbing skills of the radioac- 
tive spider that bit him, he’s not your average arachnid. 


Eom ганан 


| 


Án — F 
ا‎ 4. =й | le 


Spidey's lightning kicks ere his hast close-rangs attack. Hn can deliver them while standing, 
crouching nr jumping. And his leser-lihe webs can swing him over dangerous territory. 


"S 


n ч = 
Fx ЖЕ еа [жее x j 


Spider -Man's sticky fingers сап him up the nhearest wells. And nut onby does his webbieg 
inal fim swinging, «сап isse sa Beca ‘Weapon—especielly sgainst flying nnemies. 


Like any active'arachnid, Spider-Man needs to keép his energy up. 
Below are the items you will find in the maps®n the next pages. 
Pick them up when you need alift. te А 2 


WEBBING GAS FANTASTIC — SUPERT.- 
EN TN ' " 1 < P 

go & 

Oo © 
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SPIDER-MAN: 
VIDEO MAINSTAY 


Over the years, Spidnr-Mnn hes appenred in 
many vidno games. His Sanne power isn't sur- 
prising, cnesidsring thut he's been n fixture m 


thn comic hook realm for over thirty yenrs. Hpre's 
thn run-dowe on his vidno nmn roles; 


I890:amszing Splder-Man 
(Game Boy) 


1992: Spider-Man 2 


IGame Bou) 


Arcade : = 


Revenge Ег nc | 


(SNES) 


1993: invasion of the 
Spider Slayers 


1994: | ial 
The Return af | 2 
The S.nister | Ms p: 


Arcede's 
Revenge 
(Game Boy} 


The 
Animated 
' Serles — 5 
{SNES} — 
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LAB AT EMPIRE STATE UNIVERSITY 


The brain trust of the local university has been ousted by the brainless trust—the 
escapees from the asylum. At their university, the only course offered was 
Spider Squishing 101! The school’s cutting edge lab bas now become the goons’ 
hideout, and Spidey must face the cyborgsand smart lasers that now serve tbe 
fiends’ evil purposes. And once he такеѕ і tbroughalltbe robo-rabble, he'll 
find the waiting arms of the cackling Dot Оск, ready to Slap 8рідег-Мала Шу! > 


4ci pnME: nn 
A moving wall makes for tight 
quarters wben Spidey faces this 
robotic foe. Stay clear of tbe wall, 
bithinnwith a few web bolts, and 


throw in a few kicks for good 
méasdrbf ^ ~ А 
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| SCREEN 


After kicking in thls screen, climh 
up the hidden shaft. At the top, 
jump right to find an invincihility 
emhlem, And get moving fast, 
becauseit won't last long. 


2 SWINGER 


Evenaspider 
jump won't 
make it over 
this deadly 
chemical hath. 
Instcad, Spidey 
can shoota weh 
with a simple 
flick of the wrist 
that will swing 
him “safely. 


3 TREAD-ILL! - 


Don't dally on these dangerous tread- 
mills. The mechanical arms will send 
shivers down у= - 
Spidey's spine. 
Useahardrunand 
some hig jumps to 


getthrough. 


across. 


B HIDDEN 1-UP ~ 


After activating the laser beam, keep crawling to 
theleftuntilSpidey neo oi 
uptheextra life there before battling DocOck. 


Although he'll have to 
endure cranky crocs and. 
the vile'stench of nox- 
ious gasçs İn the Sewer, 
Spider ІНІ азбан оғ 
` helpful items 
amid the slime, _ 


‘7 DOCTOR OCTOPUS 


The arm of the law may he long, hut it’s nothing compared to Doc Ock’s fiendish 
reach, His mechanical arms contort like snakes and strike justas quickly. A weh bolt 
shot at his evil eye will slow him down, hut It won't kill him. Spidey needs some help. 
Climh the platforms to the right tofind the laser control room. Activate the laser, 
then get ready for action—your Spider trapisset! ~ ж 


‘To.stop Пас Ock, Spider-Men must lure hm сішзе tg the leser m 
hit hm with a web hott As he struggles to see, the taser will blast. 
shim with an electric shock. After e few shock treetments,Ooc _ 
"Wil wish-he'd.stayed.atRavencroft.—— DX 
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Irooically, the growth and prosperity that oormally surra 
skyscraper hecomes a scene of destruction and chaos af! 
invade the city's coostructioo zooc. It will take all of Spide 
cuooing to leap from girder to girder sata. Aloog th 
feod off the Spider Slayer drones that ruthlesst- a 
nastiest Slayer of them all eagerly awaitsSpide 


THe} г: 


-Toget 10 the cet, 


find a second elev. 


^ = e. Te wa 
ding _ Spidey kneW hewas climbing pretty high, but 
Othe rightisa ЖА this is ridiculous. Actually,a rohot desigoed 
efevatorthat E a тӛудһе evil Smythe, this'Alien Spider Slayer 
96. 5 will take r would li сто pater than to put an 
‘end to Spider-Mao. But don't let his ugly 

head scare yom 

‘Land on it witha 


o 
n 


spiooiríg 
spoose. A few 
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Scuncon 6 TRI- 
Watch out a hole hidden hy the 
pipe. Rather thao jumpiog it, Е D ER © L Y ER 
take the easier route aloog the | 


ceiling. Shortly after, a crate will 

help youtothe oextfloor. .., -- A comhination of Black Widow, Tarantula and Scorpion, Tri-Spi 
= м comhioes oature’s deadliest creatures 1010 ooe evil force. Spider- 

Man will have to avoid its three-pronged attack to succeed. 


Greeo grenades thrown at Tri-Spi's glowing firing points is the most effective attack. But if you 
rue out, Spidey s web belts cae eles break up this depraved demon. 


PART 2 


+ ышын m'a ae 
| 5 
: a 


Nerv eT qp е RN ыты 


Oe 2а 
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The chase is on. After taking care of the crime in the city, Spider-Man is ready to 
chase these loony mutants across the East River via the Brooklyn Bridge. But, 
like most things Spidey does, he's takipg:the hard way—he's going under the 
hridge! The webhed avenger will have todo s@ve fancy swinging to keep from 
falling into the cold, murky river helows Along the way, he'll find plenty of 
prizes hidden high and low, hut therearealso some nasty goons waiting fof Him 
on hoard passing harges. And just think,Spidey’s фон all this just to find. more ` 
had guys! It’s all ina day's work for this champion of justice, ы 


LI 


p BRIOGEBINGE-— —. ТАКЕ THESCENICROUTE - 


Spider-Man willhe fewarded haridsomely fortak- 


, To make it safely across the waters of the East 
ing the high road. He'll find a load of-helpfub 


s River, Spidey will hayetomake a perfectly-timed 


emhlems along the underside of the Brogklyn-.- “jump from his web. But when he does, he'll find the 
ie “55% powerful Super Spider Emhleni, Now, rested, 

pówercd-ip, and.futly armed, Spidey. wili be ready 

to face the dangers that lie afiead in the next level. 


Bridge. 


`3 WARNING: BARGE QUT. OF SERVICE 


Spidey has to be extrd careful 
crossing this final section of river. 
Below him is only a small life raft 
fidating half wayacross and cold, 
coldwate®. And what's more, 
Spidey webbing won't stick for 
the fiext swing. He either haste» 
make a perfectly-timed jump to 
the shore or drop te the raft, 
where he'll float hack to the 
bridge support and try again. 
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` 4 BIG SURPRISE — 


To cross the secood part of the river, Spidey doeso’t have a dock to 
carry him out to the waiting harge. Instead, he must put his spider 
hands to good use and scale the bridge support to reach the uoder- 
side of the bridge, With a quick shot of wehhing, he’s off aod swing- 
ing. Drop down to the oext support, but be ready for what's you'll 
fiod waiting for you! 


fouod a fitting wbat Spider-Mao will fiod waitiog for him: 
it'sa waterfroot Rhioo, Jack O'Lantern, and, finally, the Greeo 
nusiog about blin. 


ж с - 
" 

THE PENTHOUSE: 
Once he's finished playing arouod Coney Island, 
LI pider-Man is ready t kle the real trouhle at 

band as he inches closer to discovering the fieod 

hehind this chaotic ut. His sense of adveo- 
ture leads him to an uolikely place to fiod'trou- Ж 
hle—the posh peothouse of JJ Jameson. Spider Man ` 
must defeat the iotruders, led by tbe devilish. 3 > 
Alistar Smythe. Only then will Spider«Marrreaelc- ^ 
his fioal goal—a showdown in the heart of. 


Raveocroft itself, with the breakout’s mysterious 
mastermind! 
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Codes, codes and more codes! You want 
'Pm and we've got ’em! We gave away 
some of the character codes for NBA 
Jam Tournament Edition last month, but 
there are so many codes for this game 
that we had to continue the code give 
away this month. 


үле E — ж. та ызы 00% Е 


It’s time to meet the guys at Acclaim that helped make NBA Jam 
Tournament Edition a Super NES hit. While you may not be able to take 
them on in person, you can come close with these codes! 


Asif E Brett 


Chaudhri $e Gow 
инв Ж COOE INITIALS: COOE 
NAY ape" ABN 


Alex . ] Scott 

De Lucia Scheno 

INITIALS CODE INITIALS CODE 

XYZ BBA KSK NBY 
рап . 

Feinstein 

INITIALS CODE COOE 

Eric КІ Wes 

Samulski У Little 


INITIALS CODE Е INITIALS CODE 
AIR YNB PSAS HTP ANY 
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If you want to impress your friends with your three- These Celebrity codes are some the most popular codes‏ 
point shot, why not show off as one of the Beastic Boys? around!‏ 


Prince 
Charles 
INITIALS: CDDE 


BAN 


President E Hillary 
Clinton ! Clinton 
INITIALS CDDE ^ INITIALS CDDE 


ANB EHC. NBN 


Randall 
Cunningham 
INITIALS CDDE 


NAY 


FEE Frank 
ГАШ Thomas 
INITIALS CDDE 


Б . 
EN SOX BNA 


Heavy D 


INITIALS CDDE 


Г ANB 


MCA Adrock Î Mike D. 


INITIALS | CDDE 
in 


i 


INITIALS CDDE 


ADR NYB 


INITIALS. CDDE 


YNY 


] Jazzy 
Jeff 


INITIALS СЕППЕ 


YAA 


Prince 
INITIALS CDDE 
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Now that you've got all of the special characters, what's left? All kinds of 
incredible codes, that’s what! lf you want to doa full court dunk, we've got 
the code. If you want to play the entire game іп On Fire mode we've got 
that code too. Lets face it, we've got the codes that will let yon do anything 
darn thing you want! 


i =o 


ажа ee ی‎ НЕС) | 


When you enter these codes, no message will appear on the screen. The 
lack of a message makes ıt tough to tell if you’ve successfully entered the 
code, but keeps your opponent from knowing that you're using one. 


PUSH OPPONENT, BOTH FALL 


E BE BN Т П | іа д 


PUSH OPPONENT, TEAMMATE FALLS 


TELEPORT PASS 


m 


HIGH SHOTS 


SPEED uP 


eljeljeU Le LLL. B» 


SLIPPERY COURT (AFFECTS ALL PLAYERS) 


а та 
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If you enter these codes correctly, a message willappear one of these codes along with one of the non-message 
in the screen. If you're quick enough, you can use any codes. You'll be playing some incredible hoops! 


SHOT Оо DISPLAY MAX POWER ONFIRE...ALWAYS! 


POWER-UP DEFENSE DUNK FROM 
—m ANYWHERE 


GOAL TENDING UNLIMITED TURBO POWERED-UP 3 
ALLOWED d POINTERS 


Y-U- D-B-L-A-R-D-START 
Beat 26 Teams: Initials END 
Beat 27 Teams: Initials JAM 
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ТМ А © 1933 by Paramount Pictures 
All fights reserved. Ocean Software Authottued User 
‘Ocean is a registered trademark of Ocean Software krd 


oe 


RESCUE 
em | д 
PUBERT = por 


DOUBLE! 


Charles Addams couldn't have predicted that his Addams Family char- 
acters would endure for so many years, first in magazine cartoons, 
then in a TV show, films, and video games. In Addams Family Values, 
Ocean has captured ali the quirky, morbid humor that made this clan 
famous, As googly-eyed Uncle Fester, you must stop Mrs. Jellinsky's 
evil schemes and rescue poor Baby Pubert. 4 


v Puarorte 
mauu ay TRA 
BA n En 


Pubertis missing, 50 Fester 
decidesto play dutactve ft will bu 
a long tma before he'll find any sol- 
Id evidence 


As the scene opens, 
you'll find yourself in 
the morbid Garden of 
the family manse, There you'll meet 
some fellow family, members, who 
offer up cryptic clues dnd interesting 
items. Merely talking (боле of ,'.. 
them triggers events in^the 
game, Some of them move Е 
around, When they do, you'll — Where's Pubert? t | Granny's Cookies and 

have to find their new lócations, Momela starts you a o] 
to see what's up. i 


The letters on the maps show the 
| general locations of the correspond- 
| ing tips, Keep in mind that the tips 
aren't given in any particular order, 
and you may encounter the 25 
or tricks at difi t st 
| game. If you need a general play-by The only way you'll be able to 

lay, check out the tombstones. search the entire Greenhouse is 
Тір list the major tasks in order, to help someone ın there. It’s 


kt seems that Uncle Festei doesn t yet sus- у important items 
pect Mrs Jellinsky of any foul play—or does. inside that you'll need later 
Ud M has his bride-to-be dono with that е 

aby 


One of the first things 
you can dois visit the 
cemetery to the left of the 
front gate, Сап? see the 


path for the trees? Well, it е ‹ WE Everything looks peacetul out here, 
1s overgrown, so you'll butthings are really hopping inside, 
have to search a bit to the ne шпашере ае 
leftand up. ~ FORESTS & SWAMPS 


о CLEAR THE 
PATH 


Grusha 1s a plant who 
knows what hc wants, and 
what he wants ıs a Black 
Rose If you find it for 
him, he'll get out of the pathway, 
letting уой proceed to other areas 


А and accomplish other tasks. 
The ghost doesn't have anything useful 


to say just now, but the inscription on Ж Crusha tells you 
the tombstone 15 morbidly witty Rancid { to search the 
feet? Blechl first dungeon 
eon and to the 
ne night) and gives 
H й » you a Skull Key 


50 you can get 
т 


, ; = - , | 
- 

paren cars 

| The front gate 1s locked up tight 


Search the cave downand left fıomthe Like the ceme- 
tery path, the 
ya Starting point way tp this dun- 


[Defeat the НЕДЕ hidden 
Pcia ч ytrees Feel | 
peat keeper around for a gap 
plant, then 29791010 
press the but- — theleft 
ton on the wall = ЖЕ (6 
behind him to E 


С open the gate. 


ala Press tha button 

on the nght to 

make a budge 

=| appear You 

f can'tfall into the 

| lava, but be sure 
to dodge those 

| fireballs! 


z] 


E, 


There are a lot of dangerous things here, 
ng pesky bees, treacherous toad- 
and more Addamses! You'll find 

elf crossing and re-crossing these PASSWORDS AND COOKIES 
s, not only to solve puzzles in the As always, your family will help you m 
ediate vicinity, but also to travel timc of need. Granny gives you life- 
en other areas as you dig up clues, replenishing Cookies, and Cousin It 
twist and turn, so you may find B1Ves you passwords. Granny moves 
y ally up against a wall with uod but Cousin Itstays in ihe 
ene all about! amps 

You have unlimited continues, but if 


you want to turn tha game off, get a 
pessword to save your progress 


«y TRANSMARSION acum | exeress stors 
EXPRESS a = 


The Tiansmansion Express 
can take you to the Mansion 
ma flash, but the entrance is 
blocked. After a series of 
other adventures, Granny 
will finally whip up some 
thing that willhelp. 


То us, 45 a gross, disgusting place То 
‘Uncte Fester, tt s a prime vacation spot! 
Maybe this ıs where Baby Pubert is hiding 
aut. 


Granny well often tell you where she's 
going next Some of her Cookies 
restore your health, whila others make 
you invincible 


DUNGEON ONE 


DUNGEON ONE 


| DUNGEON THREE 

c Онт PUGSLEY AND WEDRESDRY , 
ШИТ qoa Doo big for ms Pugsley and Wednesday arc in the Forest west ofi the Gardens, They want to 
uy о e t explore a cave, but they need some kind of light to find them way. Maybe 
down ta gre... Uncle Fester could give them a hand. Well, not hterally! 


O ноло" {AIR 


This bridge is in the Forest, south of ال‎ Е 
where you тесі Pugsley and "T. is 
шары The bridge 1s broken, but / 

= at some 


pointin the | | 
J game, you'll | 


Jumpoff itto 
reach a place p of ihe ngs you'll В 
5 find in the Greenhouse ıs 

called the apumpkin It doesn't Р 

Hoarder’s Î seem important at the 

Lair, | irme, but you'll need st 

| later. 

The bridge is a dead end until an odd ^ y Where are her manners? 
fellow namad Phweep asks you to heip 2 Wednesday gets impatient, so 


him find his vaice Look out below! 
wants! Doing so will set other 
{| events ın motion 


% BOWLING ALLEY 


5! Now you're getting close to the 

i Black Rose. Wait for the black balls 
and fireballs to pass before you 
make a run for it They fire and 
aner move at different speeds, so stop 
and time Pd ir moveme) gU 


hand, and г 
take sorr 


Thera’s en exit that le adst to a small island in 
the Swamps You can't wender far, but the 
Greenhouse Key ss near the stairway 


WALL OF 
О: 


Тһё blue zones are 
entrances, and the red 
zones are exits Only one 
of these warps will put 
you on the right path, and 
this is actually the long 


way around! You're bet- k | GARDENS - GRAVEYARDS 


teroff on another path. 


=— 
о: USE Ful HOL Atleast there’s one warp ın here 


that’s useful. This warp zone will 
Zip you to another room, and you'll 
eventually get back to a point closer 
to the exit. Use it on the way out, 
especially if you're low on life. You 
canavoid a number of enemies along 
the way. 


#4 t АСС) GARDENS AND 
M you've coma thts fer, go ahead GRAVEYARDS 
and try the warps With enemies 
aif about, warping might be better 
then trying to backtreck. 


О ont, TWO, THREE, Y 


{his 1s one of the first puzzles you'll Ey 
find, and it's pretty casy to figure out. Don Luse this if you don t havê the Black Í Y 
Press the buttons in the order that. Rose or you'll have to start from near the f 
forms the letter "V^ Don't get cocky — beginning of the dungeon f 
E later puzzles are A t 
much tougher! 
Ifyou press the but- J 


tons in the correct 
order, e bridge wilt 
aar to your left 
leads to the. 
exit, so go right to 
explore 


ШЕЕ ТЕШ КО „defeat the 
skeletons and take the warp hıdden 
behind the left pillar You 

soon be home freel 


You'll be able to get into this 
Dungeon after you defeat Ma Hench 
in the Hoarder's Lair and locate 

Phweep's voice. Meet Phweep in the о 
Graveyard (near the game's starting 

point) where there are six pillars The warps will be harder to figure 
topped with gargoyles. Phweep will — ошаомп here. Theonly way to get 
test his newly-recovered voice, scar- through 1s by trial and error. It will 
ing away the gargoyles and exposing take some tme, but just be sure to 
the entrance to this new area. keep track of which warps you've 


{оок pretty murky down there Do you tried before going on to the next. 
think Baby Pubert would be able to resist 


the lovely darkness? 


0 SHED SOME LIGHT FORESTS & SWAMPS 


Even Uncle Fester can't sce in 
pitch blackness, so you'll have 
to locate some hght before 
you head underground. 
Search the Deserts to the 
north for a special Jar with a | 
firefly trapped inside, That's This isn’t your day! Giant 
theticket! A. balls, fireballs, multiple. 

» warps—maybe you should ve 


stayed in your coffin this 
morning! 


E SES 


Some bug collector 

E GEY THE STONE KEY 
inthe Desert! Үз : 

lucky for Fester that E 1 indtheS Ke 
the little critter ıs still Опсе you start exploning The ultimategoalisto find the Stone Key. 


ahve and buzzing e е i 
E ret rau Dungeon Two, just equip the Jer You can't chicken out because this item 


h ШІ won't wA 1 seneni ж 
naed for your under- up en коп! will be crucial later on. Theenemtesdown вазе blue ghouls as SEEN 


ground expadition enough to gat you where you're Неге are much morepowerfulsobulldup сап, grab the Key and zap aut of there 
going your health meter before entering, ‘Which warp will you taka? 


e m) 


In the Desert, you'll come Defeat the rock monsters 
aci oss little gremlins that shoot their here and pick up the stones they leave 
eyes at you and a poor monster with behind. Find the shop in this area and 
indigestion, It’s too bad that yoııcan't trade the stones for Blue Marbles, 


вав the Hole which you can 
Ree in the ground use as weapons. 
d Just yet. 
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uc 1754 ha 
Most of Dungeon Three is made u М can; 
of the Hoarder's Lair. Take a fying WH Y $ AHEAD? 
leap off the end of the broken bridge 
south of the Forest where you met 
Purley and Wednesday. Ma Hench 
and her cronies are pretty tough, and 
you won't be able to get back out 
until she's down for the count. Raise 
your health meter and get a pass- 
word before you jump, or you could 
be the one knocked out! 


You might wonder what all 
these tasks have to do with res- 
cuing Baby Pubert. Many of 
these missions overlap, and 
they all set events in motion 
tbat eventually lead you to 
Puhert and the elusive Mrs, 
Jellinsky. Here are some 


-— e ® 


Talk to Morticia hetore you leap If you give 


future happenings: 
№ items at the ies, she'll meum 
pecu М FORESTS a SWAMPS 
rr [x FORESTS & SWAMPS | 
PHWEEP GETS HIS 


VOICE BACK 


After you defcat Ma 
Hench, ump tothe warp 
zone at the top of the 


room to teleport to anoth- 1 
er chamber, Phweep will И кебі 
get his voice back, and you Asyan anpiora now erasa, Ша 


К enemies will become more aed 
can grab the Candle to more powerful, Always carry a 
give tothe childien few emergency Cookies! 


г 

О wa unen 
Ў 2127 24 ron 5 3 T 3 Ж You'll eveniually journey і 2 lonely glace 

mpm Бат You ve gotten past her he nchme n, and called the Petrified Wilderness. 1 wonder 

warping out Return to the Forestand gua — OW W's time totake on Ma herself. If you what's here. 

itto Pugsley and Wednesday can, save your Cookies for this battle. 

She's as tough as they come! 


7, 
о THIRD YIME'S үүн allot your 
THE CHARM | niea bes Sta 
f fires back with 


Some enemies may not be 
woith the effort to destroy, 
but its difficult to get past 
them. Check the walis tor 
buttons, which may provide 
you with quick new escape 


waves of energy 
Î that are difficult 
[ to dodge a aa „т 

8 Lurch, of course! The faithful fami- 
ly butler will prove useful io the comieg 
adventures, 


| TRIPPING 


When astrange, circular stone disc is 
pulled from its sandy hed in an 
Egyptian desert, archeologists from 
around the world converge to study 
it. Scientists are at first haffled by the 
inscriptions on the ring, then one of 
them, an Egyptologist with radical 
theories, identifies them as depic- 
tions of constellations. Though many 
scientists think that Daniel Jackson's 
con- 

clu- 


sions 

are Out there, 
Jack | O'Neil 
< thinks he’s on to 
something hig 


A SPECIAL FORCES HARINE 
BATTALION STEPPED THROW 


Р SNS Pd and recruits bim 

- eve ‘They Nave "ax ‚ ат | to travel through 
› e proe ES wo | the StarGate on a 
HERS. y top-secret mis- 


sion, 


THROUGH TIME 


STARGATE TM& 1994 Le Studio Canal+ 
(US) All Rights Reserved TM designates a 
trademark of Le Studio Canal+ (U S.) 


shots. He's awesome and h 
knows it—he'sa professional. 


Whaa his тга are captured 
by Ra's farces, O'Nail will 
have to track them dawa aad 
dafeat tha quards that 
umprisoa them. 
He's a professional! That means 
thing, be tt а balancing actor a 
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Crates that d 

stashed for safety. 

Now your men necd 

them, so you'll nced to 

find at least five. 

Although there are 

more than five to find, 

don't keep looking after ret 

have excess energy to burn The enemies tn this cave are 
brutal and can v down your hfe bar with merciless 
speed Press select to 

check on the mission's 

status. 


Your mssion Collect the 
Supply Cı 

men stashed in the s 
ond cave You'll need five 


le ba U nto 


NINTENDO POWER 


ENEMIES Ih 


THE SAND 


and give information abou 
The first is mside the 


you сап 2 
screen th: 
status of the mission. 


ЖР: o @ @ 
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ШЕШ Da PER Blog 
|5807 WARRIORS LEFT THAR > 


You'll want to perfect your | 

splint jumps before you leave 

this room. The ledges here are 

narrow, and it’s easy to fall 

from the top of the room all 

the way to the bottom. When 

you first enter, work your way 

down slowly and carefully. 

Rather than jump- 

ing to areas below, 

hang from the 

edges of the ledges Look before you 

and drop bombs on leap Hang from 

the enemies below. ре: EUN 

They're ier to the enemies lurking 

def from above below before contin- 
> > K uing to drop to the 

апа you'll avoid ] lower part of the 

injury, too. room 
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Se 


1E SECOND ROOM 


E EN 2 60 


cum 


hes 
м 22 


RAA 


A single grenade will bl; 
You can use either your rifle or Wes several rounds wi 
bombs to blast through closed p ; 
doors. Both are ef fective, but 
bombs are faster so use them if 
you're ma hurry, The only door 
that you can’t Rambo your way 
through is the last one on the д ES 
night You'll have to find ап 
Elder who knows how to 
open that one When 
yon do, yon can fol- D 
low your men to the To get through the last door, 
next phase of the you must free the Etders 
game. and get them to open 


ıt. Step through it 
into the desert. 


Stand back while the guard regains his form 
after teleportng When he's fully formed, toss 
bombs at him 


Vos rm N 


You'll find Kawalskı ın 
Cavern Two— an 

he s not a goner yt 
Give him some sup- 
plies 
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Inside Cavern Two, you 
get the first good news of 
the trip: Kawalski isn't 
dead after all. He's badly 
wounded, but the sup- 
plies you give him will 
help him recover. He tells 
you that the rest of your 
men are in the arez 
ahi Time is crit 
getmoving. 


Enter the third cavern and 
search for your men. You must 
find three of them before you 
leave via the exit m the lower 
right. It leads not back to the 
desert, but to the next mission, 
which takes place in the desert 
ruins. 


DON’T BLAST OFF 


Work your way to the right, searching for 
your men. Although you had to exit pre- 
vious caves to continue, this one leads 
directly into the ruins via a hidden exit 
in the lower right. Simply walk through 
the wall into the ruins, but find three 
men before you leave, 


Search the cavern carefully to find all of 
the Power-Ups—and three of your 
men—before you leave 


{<= «x 


serve a transporters between the 
city and the ruins. Traveling between 
the two can be confusing, but there is 
a method to the madness. Pay close 
attention to discover which doors 
lead where. 


Find all of the ancient ones, then enter the 
dark room and fight all of guards on your 


way to your mi 


ing with Anubis 


CLIMB THE 
VINES 


THE DOOR 
OPENS 


A— | 
emnt jt кі iR taf [ ( | Е В N 
Anubis the awesome awaits, The people fear him, and with good 
reason. He is as ruthless as the supernatural god he claims to rep- 
Бо, Boe T resent, and he scorns those who claim to be warriors. He has, after 
20 еы all, chewed upand spit out more than his share of would-be beroes, 
d and he fully expects to do the same with O'Neil. Like his guards, he 
can disappear and teleport at will, which makes him a difficult tar- 


га ШР IN К get to hit Stay below him when possible and lob your grenades up 
^ Ағ): at him as soon as he makes ап appearance. Keep an eye on his 
5 d power meter so you can scc how much damage you're delivering. 
If youre clever, perhaps O'Neil will make a lasting impression. 
ч Ir не бс | 
e FIT = 
n MEM раа & 
: MEET. [c шк 
PE PROTHER ояккгок i P Г Ж p ‚2 us Бала 
UA BAREEORS Ly IP £ 75, Қ x estu 
н РК ох, г 1 = = 2 An DE 
Sa ) a tt 1 خم‎ Жалына 
Я Р " " Throw arenedes up at Anubis when he 
ne e RA oL OMA ео ре Hes eppears overhead Watch his energy ebb. 


When you've worn him 
down, deliver the fatal 
fire, then ride the eleva- 


E cs tor to the exit above. 


. 
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ADVENTURE, 
AND MUCH, 


hat is a Role Playing + 


Game? What's an 
adventure? How do 
strategy games dif- 
fer from 
RPGs? What makes a 5% 
sim а sim? Since Epic 
Center covers all these 
types of games, you 
might like to know how 
we define these differ- 
ent styles of games. 
Here are our defini- 
tions, but remember 
that some games cross 
over categories by shar- 
ing several characteristics. In fact, 


types of Epic. 


ter or characters in a party whose 
abilities grow during the course of 
the game. The other defining 
characteristic is that battles take 


place іп a separate view and you į 
don't have direct control over the > 


TACTICS 


ROLE PLAYING | 
MUCH MORE 


movement of your character or 
party during the battle. Instead, 
you choose to Fight, use Magic or 
Items, or Run Away. RPGs offer 
extended play, 
usually featur- 
ing large worlds 
| for players to 
explore and 
H extensive story 
elements. Final 
Fantasy IH ıs 
M a perfect exam- 
4 ple of a main- 
stream RPG as 
~ ithasevolved in 


; games, 
‚ * Strategy games usually 
i involve mgving units rather than 


: Japan. One slight variation on the 
this month's feature game, Ogre i 
Battle, successfully mixesall three : 
: of the Beholder or Might & Magic 
і III: Isles of Terra. 

® RPGs have a central charac- i 


RPG theme can be found in first- 
person perspective games like Eye 


* Adventure games might 
also have characters who grow in 
strength over the course of the 
game, but you have direct control 
over your character throughout. 
In battle, you can move your char- 


: multiple 


: The Past and Secret of Mana are 


* individual characters, but charac- 
` ters may play a role in how the unit 
: operates. Most strategies revolve 
* around war scenarios, either his- 
, torically based or fantasy based. 


. The game takes place on large 
maps, and battles between units 


acter and attack 
enemies directly. 
You also have 
some freedom to 
move to different 
| arcas and make 
| choices about 
where you go and 
what you do. In 
other words, 
adventures are 
not strictly linear, 
like side-scrolling 
action games are. 
Adventures fea- 
ture large worlds, 
weapons, many 
story clements and items. 
The Legend of Zelda—A Link To 


good examples of Adventure 


re controlled by the computer, 
Koei, one of the largest game com- 
panies in Japan, has excelled in the 
trategy arena, concentrating on 
historical war games like P.T.O. 
nd Operation Europe. 
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• Simulations include a wide 
range of games in which players 
use realistic models of systems or 
machines. For instance, a flying 
game like Pilotwings is a simula- 
tion, but so is SimCity. In Epic 
Center, we will cover simulations 
like SimCity 
that model 
systems 
like towns, 
nations or 
businesses. 
These 


games are T 
often 
open-end- ES i 
ed with few WẸ 

set goals. 


Instead of trying to win, players 
may rather explore the simula- 
tion or build it up. 


е, Еріс games include апу of 
the genres defined above and all 
the many combinations of those 
types of games. No matter what cat- 
egories Epic games fall into, all of 
them offer deep, lasting play value. 


THE SAVAGE 
EMPIRE 


The Ultima series 
takes a dramatic 
plot turn with The 
Savage Empire. As 
the Avatar who 
wanders through 
time and space, 
you'll find yourself 
in a steamy jungle 
empire where tribes 
battle each other as 
well as the lurking, 
primordial beasts. 
Here in the heart of 
darkness, the 
Avatar must search 
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for the missing daughter of the 
local tribal chicf, but that 1s only 
the beginning of the quest. 

The Savage Empire feels а 
great deal like The Black Gate in 
play control, The adventure style 
format puts you іп control of the 

Avatar while you explore 
à and while you do battle, 
but building levels and 
gathering information is 
justascritical in thisgame 
asitisin any RPG. The 
command functions, likc 
those of The Black Gate, 
are an improvement over 
earlier Ultima games. 
" Dozens of characters 
roam the towns, as always, 
each with many 
topics at his or ж 
her disposal. 
The list of 
items goes on 
and on. 
Weapons, 
armor and 
magic give 
strength to the 
Avatar, and 
food keeps 
him strong 8 
and out of the 
dark. Once agam, you should save 
the game at every opportumty, so 
the battery back-up is a critical 
feature. 

The complexity of the Ultima 
story is perhaps the strongest of 
any adventure series. Now, in the 
eighth game, the story of the 
Avatar has become a true epic. 
But the best part of The Savage 
Empire may be the change in 
venue. For the first time in ages, 
the world seems new and mysteri- 
ous, not just some rehashed 
Britannia. You should be able to 
enter The Savage Empire by June. 


SMELLIVIDEO 


Nintendo plans to launch its 
upcommg RPG, EarthBound, using 
a unique ad campaign with mailers 
and ads featuring scratch and smff 
patches. That’s just for starters. A 
special 128-page Player's Guide will 
be packaged with the game and it 
will include smell cards that corre- 
spond to events and characters in 
the game. For instance, when you 
go into a restaurant, you сап 
scratch the appropriate card and 
catch a whiff of pizza. The chosen 
smells should stir up excitement 
for EarthBound, not to mention a 
few stomachs Included will be the 

not so pleasant fra- 
grances of some of 
EarthBound's 
more vile ene- 
| mics—20 smells in 
| all. The game itself 
uses campy humor 
throughout, so the 
off beat odor of the 
campaign fits the 
mood perfectly. 


ROMANCE OF 
THE THREE 

KINGDOMS Ш: 
WALL OF FIRE 


Koei continues its Romante series 
thas spring with Romance of the Three 
Kingdoms IV: Wall of Fire. The game 
takes place during the Three 
Kingdoms era of Chinese history in 
the second and third century A.D. 
Your goal, as always in this strategy 
series of war games, is to unite the 
warring kingdoms under your 
enlightened rule. It won't be easy. 
Against you stand the other war- 
lords and their armies, Negotiations 
often lead to treachery while plot- 
ting in the battle mode and strategy 
mode further muddies the water. 

New features for Romance 1V 
include special help commands that 
should help make the interface a bit 
more user-friendly than previous 
Romance games. Your armies can 
use up to 450 officers and players 
can Customize up to 180 more of fi- 
cers. One of the special features of 
the Romance series is the multi- 


player aspect. Upto 
eight players can jon | 
in the action taking 
alternating turns A 
first for the Romance 
series will be the ability 
to negotiate with for- 
eign tribes in China. 
On the battle scene, 
troops will make use of 
new weapons includ- 
ing battering rams, cat- 
apults and automatic 
crossbows. | 
The new Romance % 
packs six scenarios mts ` 
24-megabits of memory. It also 
offers advice from officers as well 
as general game advice with the 
Help function. Koei also spruced up 
the graphics and sound for added 
entertamment value. In the past, the 
Romance series has attracted a ded- 
cated following of war gamers, but 
Koei hopes to increase that audi- 
ence by giving new titles more intu- 
itive interfaces and easier command 
functions. The proof will be m the 
finished version, which we hope to 
reporton next month. As for release 
dates, Koei hopes Romance IV will 
bein the stores by this summer. 


MORE EPIC 
NEWS 


Civilization, the excellent, but 
long delayed strategy game from 
Microprose, has hit another snag m 
its release schedule. Although we 
played the fimshed version of the 
Super NES game some time ago, it 
looks now as 1f Microprose and its 
parent company, Spectrum 
Holobyte, have yet to settle ona 
street date, We hope that they 
decide soon, because strategy fans 


will eat this game up once it 15 out, 
What we can tell you is that the 
Super NES version of Civilization 
differs only slightly from the PC 
game. Unlike the Super NES 
SimCity, which added unique fea- 
tures to the hit PCand Mac versions, 
this Civilization recreates the award- 
winning game with a very playable 
Super NES interface, 

Although we don’t have much 
information yet, Taito says that 
Lufia His due out this summer, but a 
more likely date for the sequel is 
probably this fall. We'll update you 
on Lufia Пав soon аз we сап, 

The interstellar strategy game 
announced by Koci last summer has 
been taken off the Super NES devel- 
opment list according to Koer's U.S. 
office, But that may not be the end 
of the story. It has been hinted that 
the game of galacuc conquest may 
still appear on a Nintendo platform. 
Hmmm? 


«АБЕТТІ,ЕВ 
PMILITEA 


Epic Games 
that you don't 
want to miss: 


SUPER NES 

ActRaiser 

Aerobiz Supersonic 

Brain Lord 

Breath of Fire 

Dragon View 

ЕМІ. 

Final Fantasy Il 

Final Fantasy Ill 

Final Fantasy Mystic Quest 

Illusion Of Gaia 

The Legend of Zelda—A Link 
To The Past- 

Lufia & The Fortress of Doom | 

Metal Marines ] 

Dbitus 

Populous 

RoboTrek 

Secret of Mana 

Seventh Saga 

SimAng 

SimCity 

Shadowrun 

Star Trek: The Next 
Generation 

The Twisted Tales of Spike 
McFang 

Uncharted Waters—New 
Horizons 


GAME BOY 

Final Fantasy Adventure 

Final Fantasy Legend (ІІ) 

The Legend of Zelda—Link's 
Awakening * 

Ultima: Runes of Virtue ll 
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81995 Enix America 
Corp. Ogre Battle is a 
copyright of Quest: 

© 1993, 1994 Quest 
Licensed from Imagineer 
Co., Ltd. All Rights 
Reserved. 


Ogre Battle, from Enix, fulfillsan ancient prophecy—that one day agame would 
appear for hoth RPG and strategy-war gamers, and that forever after their 
homes would ring with the clash of swords and shake from thefeet of marching 


AN OGRE OF 
AN EPIC...AT 
FIRST LOOK 


For all of its gaming strengths, Ogre 
Battle suffers the fate of its warty 
namesake—misunderstood like an 
ogre of yore, it makes a poor first 
impression. But players who give the 
game a chance will find agem beneath 


armies. This fantasy hecomes a reality today. 


Command troops to liberate cres by placing 
their banners where you wish them to go 
Strategically place troops where they'll control 
major roads Explore the cauntryside for hidden 
treasures 


The animated battles show every move with 
beasts leaping on foes and knights wielding 
swords Battles lest for one round, nat to the 
death, sa there's always a tomorraw for clever 
fighters 


the scales. In Ogre Battle, players control units composed of up to five characters, including fighters, magic users 
and monsters, Commanding the units to liberate towns and defeat enemy units, you'll move from one province of 
the Zenobian Empire to another. You'll gather items as you go, raise your experience and learn secrets that reveal a 
truly epic story. Great 3-D battle anrmations add to the excitement and players can spend months uncovering 
secrets on the vast map. Ogre Battle also redefines replay value, with 12 different endings and dozens of ways to 
progress through the game. On closer inspection, this ogre turns out to be a real prince of a game. 
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ZENOBIA MUST 
FALL! 


Picture yourself commanding a rebel army of 
beasts, knights, wizards, and giants. Beginning 
in the hinterlands, you'll skillfully move your 
pawns, honing their skills m battle against the 
powerful forces of the Zenobian empire, But 
might of arms won't always win the day. You'll 
make difficult choices that affect your reputa- 
x^ uon and the eventual outcome 
& war. Enemies may become 
friends, but treachery may 
Jurkin the smiles of allies If yonare 
careless, your noble canse may епа 7) 
in the creation of a second evil emptre 
with yon sitting upon its dark thr one. 


Cheracters throughout. 
the qame reveal secrets 
end rumors, end inthe 
end you'll get the big 
picture of what ıs hap- 
pening in Zenabia 
Revisit towns later in 
the game ta receve 
new informetion 


ӘП OU 


Ogre Battle conflicts differ from most RPG. 
battles by restrtcting the player’s input. 
Instead of choosing from one of dozens of 
attacks or magte spells, you must place units 
strategically, use Tarot "Magic" Cards, and д wise man interprets your answers to Deplay yaur units and send them aut to liber- 
bring items into play at critical moments. A senes of questions to create your character | ete towns end discover secrets 

typical battle begins when two units collide. - 

The battle view shows both rebel and impe- 
rial forces facing each other. During the bat- 
tle round, you can employ strategies and 
Tarot Cards or you canrun for the hills. Each 
of your troops delivers a set number of hits 
or spells, and, when all competing troops 
have fimshed their moves, the game deter- 
mines a winner and you return to the over- 
world map. Be prepared to meet the same 


enemies many umes! Edit units to maximize ther strenaths or Purchase items in some towns end find them 
customize them far special duties buned ın the countryside 


دم 
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THE FACE OF 
BATTLE 


Battle begins when your rebel forces come face- 
to-snout with the enemy. In the 3-D view, embat- 
tled characters make as many attacks as their 
positions allow. For instance, a Knight attacks 
twice if he’s on the front hne but only once if he's 
positioned in the second row. Once every character on 
the field of battle finishes, the game automatically 
determines the winner and assigns experience points. In 


The view switches to the close-up battle 
perspective when opposing units meet on 
the regional map 


Check the strengths of enemy units before 
they reach you, then confront them with 
equally matched units 


right Tactic also helps, but sometimes the best choice is to 
run away. In Ogre Battle, unlike most RPGs, slaughter- 
ing the enemy isn't considered heroic. The people of 


addition to the set "round" of fighting, you can play 
Tarot Cards, which act as a sort of magic. Choosing the 


Zenobia appreciate a fair fight. 


Thezereginex Aas 


Battle tactics include the 
best attack, attacking the 
leader of the enemy unit, 
attacking the strongest 
character amongst the 
enemy or attacking the 
weakest member 


Most enemies fight for the leader 
ofthe region that you've invaded 
They move out from a central 
base to greet your marauders 
You'll also find Neutral anemias in 
wild areas who may jain you 


Ш DRAWING THE BATTLE LINES 


The battle system in Ogre Battle considers many factors, 
including the time of day, the terrain of the battlefield, and 
so on. Your concern is to fight the good fight. Units with 
high Alignment should liberate towns while units with low 
Alignment should head-off advancing enemies. 
Incidentally, low Alignment units fight better at night. 
Keep a mix of strong and weak units active and let the 
weak units finish off enemies that have been depleted by 
strong units. In this way, the local people will grow to 
respect you. 


Most of your forces join up along 
the way, swayed by your chans- 
ma and your noble cause, not to 
mention your wallet The rebel 
characters must be paid hand- 
some sums to fight. 


Monks, wizards and 
other characters giva 
valuable information 
and gifts to the con- 
quering hero Some 
gifts can be equipped to 
strengthen a character 
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THE BEST FIGHTING 
FORCE IN THE WORLD 


Add and delete characters from active units and from 
an inactive pool of characters using the Edit screens. 
Creating the ideal mix of units won't be easy. You must 
balance strength with special requirements. Units 
composed of water characters may add to your effec- 
tiveness, but they are useful only in limited areas. To 
get started, build up several strong units for fighting 
enemy leaders and be sure to deploy a forest unit, 
mountain ипи, Ё lying unitand water umt Also include 
units with both high and low Alignment ratings and 


several weak units for attacking low-end enemy units. 

д Create units with similar attributes 
like Forest or Plains for effective 
fighting 


Water units pass 


Flying units move quickly through over the weves as 

the atr over any terrain Send quickly as other 

them to take over trade towns units walk on land 

where you can buy supplies ‘Use these special + 
unit to explore 


islands 


THE LAND 


‘The empire contains plans, forests, moun- 
tains, seas and rivers along with towns 
Dunng your campaign in a region, take 
and hold the towns while moving toward 
the leader's castle Later, return to liberet- 
ed areas snd explore more thoroughly 
You'll find hidden towns, temples and 
items ріш 


is valuable informetion 


E THE MAGIC OF TAROT CARDS 


Опсе liberated, townsfolk bestow upon their hero the 

valuable gift of Tarot Cards. Each card contains potent ^ Prete may е 
айаріс that you tap once during a battle. Fourteen — arthe enemy, butitis 
Tarot Cards may be held at a time and you can discard ¢ lweys to your advan- 
fess valuable cards in order to keep a new, stronger д. "95. à 
card, Some Tarot magic blasts enemies with elemental ^ 
forces whilé other cards con- 
tain healing or strengthenmg 


magic. Ogre Battle comes MASIDIAN 
with a handy chart listing HIEROPHANT 
Tarot Cards and their uses. рм; и 
The game also contains а «| ТЕМРЕВАМОЕ 
*UUDGEMENT 


Help function that explains 
the use of all items in the 
game. X 


ла 
| ж» 


Play your Tarot Cards during battle, but use them 
Spaningly 


wont 


All characters belong to a class such as Fighter, 
Amazon or Wizard, but most can improve 
themselves through the hard work of rooting 
out evil. Once a character reaches a particular 
levelof experience, he or she can move uptoa 
strongcr, morc versatile character class. For instance, a Fighter 
may become a Knight, a Beastman or сусп a Wizard. In turn, a 
Knight with enough experience will become cligible for 
Paladin status, and eventually he can become a Vampyre, Once 
a class change has been made, however, a character's future is 
set along that path. A Knight will never become a Dragon 
Master since the Dragon Master 
class is available only to 


Dragoners, Beast Masters and 
Beast Men. 


In the Class Change screen, look 
forthe “0р indication beside char- 
acters which indicates that they 
are ready for a change af class 


Characters showing the "OK. indicator must wait 
for another round of fighting before they may be 
ready to step upin the world 


Keap in mind the need to balence 
your unas with Clerics and other 
spacialists Furthermore, cherac- 
ters with greater experience have 
more class changa options 


The change of class determines the ultimate fate 
ofa character Weigh the needs of the unit against 
the class change optians of the character 


ALL THE KING'S Sag mm 
HENCHMEN Я. 


At the heart of every region hes a fortress from which the 
emperor's chosen governor commands his pawns. If you 
destroy the leader, you will have crushed the empire's 
influence in the region, but don't expect it to be easy. 
Before storming the castle, be sure to defeat most or all of 
the enemy units. Save your strongest Tarot Cards for the 
final battle (just in case) and use your strongest unit unless us Ee Leader асое m o 2856 so пар 
you received information earher indicating that aspecial waste time on his bodyguards, because once 
character should lead the assault, Sometimes the leader the leader loses, the bodyguards give up 
gives you a choice or tries to make a deal. Weigh the offer 

carefully. 


Leeders end their guards 
may have new attacks Go 
in at full strength 
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YOUR REPUTATION 
PRECEDES YOU 


The mystical-looking symbol in the upper right corner 
of the screen keeps track of your reputation m Zenobia. 
As the vertical bar rises, your reputation grows. You 
might ask who really cares as long as you get the job 
donc. The people care. If you Rambo through the enemy 
units using a group of invincible warriors, the people won't 
respect you. Recruiting will become difficult, and, more 
important to the game, you won't get the best ending of the 
twelve possible endings. Keep your reputation healthy by 
defeating enemies with your weaker units and by liberating 
towns using units with a 
high Alignment rating. Your 

rep can also be influenced by how 
you deal with game characters outside 
of battle. For instance, if you show mer- 
cy to Deneb the witch, it may be taken as 
asign of weakness, 


Keep track of the Charisma and Alignment 
ratings of your units Charisma 15 useful in 
recruiting neutra! fighters 


Projacted income shows how much money 
784514 you will spend ontroop salaries and how 

- much towns will pay in tribute. 

Each time you tiberate. 
a town, you'll also 
receive a Tarot Cerd 
Sometimes, you'll 
receive в bonus 


you draw The bonus 
сап edd points to опе 
of your abilities, or 
detract from them 


te the Rebel fase. 


E Spend your money wisely Don't stay long 
Your Reputation went cone сопе sage vous eer ne 
UP 2 points. 


You'll get spending cash 
^ from town tributes and 
also from bonuses that are 
added on after you liberate 
a region Town tributes are 
paid every day 


e E0009 КЫЛЫ ыы ا و‎ 


` OGRE ENTREE 


Ogre Battle combines many of the best features of 
games like Populous, Р.Т.О. and Final Fantasy IIL. It’s 
big,too—100 hours plus. This Epic Center review gets 
you started, but we'll serve upasecond course soon, 
-ееееееееееееееееееееееееее 


| FIELD ОҒ 
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Evermore was to bea virtual world, cre- 
ated by the wondrous imaginations of a 
scientist and his friends, but the scien- 
ust-creator forgot that imagination 
often twists unpredictably and travels 
down unforeseen avenues. And so it 
happened in Evermore. The dream 
became a nightmare and the scientist 
and his friends were trapped inside 
their virtual world If it were not 
for the curiosity of a boy and his 
dog, who stumbled upon 
Evermore by accident, there 
would be no hope for escape 
from the nightmare. 


This month Workshop 
turns its focus to the 
development of Secret 
of Evermore, an adven- 
ture by Square Soft. 
We visited the Square 
crucible of creation at 
the end of February 
when the game devel- 
opment was still in full 
swing. 


SCREAMS 


board. Alan Weis’, the project's director, 
would scribble his ideas on the board to 
launch a group bramstorm session The first 
discussions centered on game size and format 
They decided to mgke it a one-player game, 
unlike Mana, because originally the game was 
2 tobe only [2 megabits and they wanted to pre- 
serve memory space for creating a 
richer world. Later, ıt became a 24- 
megabit game, encompassing vast 
territories full of secrets. 


Ill MOG IN AMERICA 
i Square Soft has never before devel- 
The world of Evermore "ж oped a game outside Japan. Why 


in the minds of Doug Smith (| should it? Its success with the Final 
of Development), Produ " Fantasy series and Secret of Mana 
Alan Weiss, and the Ever: и v 
team, who, hike their fictiofia 
creation, Dr. Sidney Ruffleburg, 
dreamed of creating a virtual 
world out of the imagmation. 
Work on this vision began over ai 
year ago with the newly = 
gathered team members 
camped out in a conference 
room at Square’s Redmond, 
Washington offices. The game 
first took shape as a series of 
rough sketches on a drawing 


"has been extraordinary. On the 
other hand, why not? The 
American market 1s huge and the 
appetite for quahty adventure 
games in the mold of Zelda and 
Mana largely goes unsatisfied. So 
Square made the commitment 
Thcy hired game artists, program- 
mers, designers and set them up 
with an impressive array of com- 
puter equipment, including some 
SGI Indy IT workstations. 

The team promptly stamped the 


project as Made In The 
U.S.A. by turning to Holly- 
wood. George Sinficld, the 
каше» Associate Producer, 
thought it would be great 
to call on the rich tradition 


scenes, Then, with the input 
of other team members, he 


color art. He often found that 


create entirely new charac- 
ters, "At one point 1 was work- 
ing on a thief,” Damel recalls, 
“when I got the idea that a 
beggar might work even bet- 
ter. After talking with Alan 
and George, we created this 


game you have the opportu- 


shows up again, no longer a 


refined the sketches into - 


hisinitial drawings led him to , 


new character. Early in the . ' 


mty to give the beggar some- : 
thing. Then, later on, һе: 


. Rebecce roughed 
out a sketch 
showing the full 
mation of the main 
character casting . 
a magie spell by 
throwing an 
object. 


in the game, the animators had to 
create an average of 12 walking 
frames, frames showing the char- 


. acter taking a hit and frames of an 


attack sequence Depending on 


of campy B movies. Originally, 
much of the thematic content of 
Evermore was to have been based 
on literary references. George and 
the other team members figured, 
though, that movie references 
would be famihar to more players 
The result 1s some hilarious dia- 
logue peppered with references to 
fictional classics like Mars Needs 
Lumberjacks апа Acropolis 
Apocalypse. 


| ЕКОМ НЕКЕ ТО 
REALITY 


Once the original decisions had 
been made, the process of turning 
the rough story sketches into com- 
puter art began. The first step 
belonged to graphic advisor 
Daniel Dociu. Beginning with 
research at the library, Daniel cre- 
ated pencil drawings of the charac- 
ters, backgrounds and cmema 


“ative 
- occurred 


favor" This sort of сіс- | 
improvisauion 

throughout 
the process. Clayton 
Kauzlaric, one of the 
team of four back- 
ground artists, thought 
1b might be fun to create a flock of 
pigeons for the 
“There was a statue in the market- 
place,” he explained, “so naturally I 
figured there should be a pigeon 


; sittmg onits head. 1 showed the idea 


around and we put it m the game.” 


П 


The next step mvolved taking 


Daniel's conceptual art and con- , 


verting it into a form that could be 


‚ uscd m the game. Three animators, 
: four background artists and one 3- ' 
- D rendering artist recreated the , 


images on their computers. For 


: each of the 80 ammated characters 


marketplace. : 


the character's position m the 
game, it might need side views 
plus front and back views 
Rehecca Coffman, the lead anı- 
mator on the project, pointed out 
that creating an animated char- 
acter isn't as simple as putting onc 


7 


У Mee 


footin front of the other, The most 
critical issue 1s game feel. “We have 
to put the character into the game 
world to see how и really moves,” 
she explained. She demonstrated 
the animation of the dog. The dog's 


. motion looked fluid, like a racing 
i greyhound, but ıt was charging 
2 over stumps and rocks as 1 they 


weren't even there, She quickly 
reassured us that this wasn’t the fin- 
ishedanumation, “Later on we'll put 
in walk masks that let the game 
know where a character can or 
can't move.” David House had just 
put the final touches on a new 
character, the Frippo, part frog and 
part hippo, when we stopped by. 
“The types of characters ın the 
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game really varies,” he said. “Some 


ers аге very ominous. Actually, the 


Frippo may look cute, but ıt can - 


squash you.” David smiled, obvi- 
ously pleased with this. Al Dumo 1s 
in charge of animating the attack 
frames of the Frippo and more 
horrible characters like knights, 
giants and dinosaurs. We noticed a 
giant Nerf hammer hanging on his 
wall—for practicing moves on his 
colleagues, we guessed. 


| A CUBE WITH 
A VIEW 


The world in which the Evermore 
characters move was created by 
Damon Conklin, Beau Folsom, 


Kevin Pun, and Clayton Kauzlaric. . 


Remarkably, all the arcas of the 
game shared the same overall style 
and look. Were these guys clones or 
what? Damon assured us that the 
answer wasn’t quite that dramatic. 
“First off, Square has a tradition in 
its graphics. Secret of Mana kind of 
set the stage. Then theres Daniel 
giving us all direction, and we have 
to share lots of elements.” Video 
game artists don't have the free- 
dom to create just anything. The 
limitations of memory, even at 24 
megabits, places restrictions on the 
artists. A large rock, for mstance, 


Damon, but the other artists use 
the same rock in appropriate 
places on their maps. Symmetrical 
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: placed throughout. 
are funny like this Frippo, but oth- ` 


i | DEBA- 


: Brad Clarkson using a 
+ Silicon 


- CAD programs helps. 3 
After creating a grid image, he ren- 

: ders the object using special tex- | 
ures. Surprisingly, Brad says that - 


objects get split down the 
middle as a means of saving 


object is drawn on the 


drawn again beside the orig- 
inal half to give the appear- 
ance of an entire object. Still, 
we're talking about a lot of 
art. The Marketplace con- 
tains 230 ule characters with 


Marketplace to 
look crowded, 
so special non- 
sprite charac- 
ters, like a jug- 
gler who’s too 
busy to talk 
( "c a mn" te 
talk..busy.jug- 
gling), меге 


в 


Evermore will feature 
four worlds with 40 
separate areas, and 
each area may reach 
up to 30 screens in 
size, 


BELIZED 
ome of the most dra- 
matic objects and 
haracters in the 
game were created by 


B 
Graphics - 

workstation and Alias 
oftware rendering 
ооз. The process 
begins with Daniels 
conceptual art, but 
Brad must imagine 
the two-dimensional 
picture іп three 
dimensions. His back- 
ground in designing 
airplane parts with 


the rougher textures turn out best. 


: “I mean, after we debabelize them.” . 


Debabelize? “The  debabelizer 


reduces the millions of colors used ; 
: in the SGI rendering down to the 
may have been designed by : 


palette size of the Super NES,” Brad 


explained, and 1n the same breath > 


he added, “This і a lot more fun 


i than designing airplane bath- | 


memory. After half of an | 


which Clayton has con- - 
structed booths, piles of - 
wares, Cages and crates, and . 
even people. He wanted the : 


rooms.” Some of the incredible ren- 
derings for Evermore include boss 
characters like the Lava Machine, 


> the Serpent Sphinx and the Trojan 
screen, it is flipped апа? 


Dog. They also include objects as 


1 small as 16 x 16 pixels, like the torch- 
> esincaves. 


EVERMORE 

Art isn't everything, of course. You 
have to put it all together. The 
Evermore tcam accomplishes that 
using Square’s Amazing Graphical 
Editor, or SAGE. Brian Fehdrau 
T ie 
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| THE SAGE OF 


ов сют 


and his team of software engmcers 
created SAGE from scratch. Unlike 
many development projects in 
which all the finished pieces are 
handed to the programmers, who 
. then put the game together, SAGE 


allows the artists and designers 
direct access to the game. SAGE 1s 
anall-in-one tool, meaning that art, 
animation, sound and game com- 
mands can be pieced together na 
simple Macintosh point-and-click 


The Colosseum seene begins with a camera panning down over 
the audience until It reaches the area floor where you will fight 


the champion. a Я 


interface. Not only is SAGE easy to 
use, but it is very powerful. When * 
hooked up to a Nintendo develop- 
ment system through another 
Square mnovation, artists can work 
directly off a TV monitor. Since 
computer momtor colors can vary + 
greatly from TV monitors, this : 
direct access means that artists can | 
easily adjust their colors and get 
the most out of the Super NES 


ІШ SOULE MUSIC 


Jeremy Soule, the composer of . 
Evermore’s music and sound |! 
effects, also has his computer ; 
plugged into a Super NES emula- > 
tor in order to hear what the game , 
really sounds like. In addition to * 
using Wolfgang, a commercial 
sound development tool, Jeremy 

uses special Square tools that allow 

sounds to track the movement of a + 
character оп  sciecn — usmg * 
left/right pan fades. Although : 


, music and effects are some of 


. actually Squares leaky sink,” һе 


Doug Smith wel- 
comed the Epic 
Center to 
Square's devel- 
opment office, 
en led us down . 
the hall to meet 
Daniel Docu in 
his room of mag- 
ical images 


; called SIGIL or Square Interpreted 
: Game Intelligence Language, 


: which 


Brian Fehdrau created 


: along with SAGE. With SIGIL, 
: George places Walk Buttons and 
: Hot Boxes that call for text, anima- 
: tion, sounds or other events to be 


і carried out. Asin all the other steps 


of creating 


Evermore, it sccms 
that here, too, 
improvisation 
rules. "We find 
that we need 
things that we did- 
n't expect,” says 
George. “For 
instance, here at 
the cliffs, I'm 
going to have to 
request a new 
= fallmg animation 


Jeremy’s 
° ground ıs in orches- 
tral arrangement 
has quickly become 


NES. “This is going 
to sound like an 
endorsement," 


cani do оп 
$2600 synthesizers” What he 
has done 1s remarkable The 


the best we've heard. And where 
do the effects come from? 
“Everywhere.” At the moment 
we could hear the sound of 
dripping water mingled with 
ominous jungle sounds, "That's 


рошіса out. 

| S.LG.LL. & 
GEORGE 

George “the Mad King” 


Sinfield gathers the elements 
and puts them together in playable 
form Georges scnpung of 
Evermore puts to use his many 
years of gammg knowledge gath- 
ered from working at such places 
as Nintendo and T*HQ. George 
places the active elements on fin- 
ished backgrounds usmg a high- 
level programming language 


back- 


for the dog. A lot of the ume you 
can’t tell what you'll need until you 


; See ıt in front of you.” But George 


and composing, he : 


a fan of the Super } 


i 


isn't alone putting the final play 
features into the game. Jeff Petkau 
designs the artificial inteligence 
that controls how enemy charac- 


і ters attack and James Gillis places 
he | 
told us, “but you can ; 
do things on the - 
Super NES that you * 


the random baddies in the game so 
that even George is often surprised 
when a creature leaps on him from 
the bushes. 


And so the dedicated Evermore 
development team slaves late into 


. the night, even eating dinner at the 


office, risking msomnia and indi- 
gestion іп order to bring you what 
will surely be one of the major 
adventure games of the year. We 


. can't wait. 
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A lost adventurer can quickly 
^ become lunch for some of the 
local Beasts: 'Stay alive with 
Epic Center. Strategies! 


The unusual view and s ol бет. can Rave an 
inexperienced adventurer lost in short order. Now you 
can keep yourself on Mack, with the help of these awe- 
some maps! 


ЕКЕҮ 


When following these maps use the key to help 
find your way. Because the action screen in 


Brandish rotates around the player, ıt canbe tricky f 1 5 у, . ‘Weapon Shop 
to follow a шар Always keep m mind that the tops Ь 1 М 

of the maps face north. If you need to find year й Magic Shop pad 
location on the map, turn until the compass arrow TY М 5 

at the top of the action screcn points up; then qom- fe Treasure Chest Walt Switch 


pare the map to the landmarks on your screen. 


BRUINS - ВЕ 2 


There are several dif fer 
ent ways tofall intethe 

basement. De pending, or 
which area of the ruins 

you; fall from, y you "hay cnd“ 
upina different ared of 
’ the basement. Шуби can’t 
yreach all of thecorndorsin break your way through 
shis агс̧айту failing into pits "ad бс r areas. The the wallin the northwest corner. H you don't happen 
doorway in the northeast corner of the map won't to have a Sledgehammer with you, search the bodies” 
appear iles you Fall into the basement f rom Area 3. that are lying around the room. 


BRUINS -.BF 2 
You'll fallínto this small 
агса the basement if 
you take a wrong step ın 
the central roomin Arca 2. 
Although there doesn’t 
appear to be any сѕсарсф 
from this room, you can 
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BRUINS - AREA 1 


The locked door in this 
arca will prove to be your 
biggest obstacle. If you 
locate the Master Keys in 
the southeast corner you 


BRUINS - AREA 2 


You'll nced to find fhe Skill Sd in the eastern area of 
can open many of the this maze, before you can continue towards the exit. 
locked doors without any You'll also,fieed to виссевв Ду traverse the room full 
problems, After you find of pits befpre you сапа ы, If you've found the Steel 
the keys, work your way to the northwest corner of ; Balls, you can thr еш urfront of you to find out if 
the map. There you will find some frees, the floor will hold yourweight. If you ma 
Sledgehammers. ر‎ `, see the mapof ВЕ? тєр you land in the 


BRUINS Т AREA З BRUINS - AREA 4 


There are two tricky spots in this area: the boulder ın | In the central arca of Area 
the southwest corner and 4 you'll find a long string 
the pt room їп the north- of switches on the floor. 
east. To avoid the boul- . When you enter the годі 
der, turn around and ^ stand by the west wallztace 
walk backwards onto the , cast and walk gcross't 
switch, then run down the | first eight switches. When ` 
hall. Youcanclose the pıts ; the boul¢er starts го тр ағ” — 
by shooting the wall ; you run backwards and hide whe 
switch with Fire Magic. aig theboulder A 
7. 
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I RUINS - AREA 5 | BRUINS - AREA 6 


Area 5isarguably the toughest area m the entirerdıns. The  Yowcân't rest while you're inthis area, so you'll 
sliding pole rooms have frustrated more players {Нап can ; ,want to Есер wack ОҒ any.of the Health Fountains 

thatyóu find. Use the Fire Magic rather than your 
: sword to attack the enemies. It lets you hit them 
d "E wl й from а distance 
and keep from 
getting dam- 


be counted. When you reach the first pole ‘oom, stahd ine? 
the doorway and jumpintothe first hole, then face castand 
jump back out of the 

hole. Work your way 

through the rest of 

the room by jumping f 


over the shding poles 
onto the safe spots 
that have been placed 
throughout the area. | 
Once you've escaped 
this room, it's smooth 
sailing... until che next. 
sliding pole room. 


I RUINS -AREA 
| Arca7 is full of teleporters. You сап be walk- 
Ang, all of asudden you appear in anew 
of the arca, If you suspect that you've tele- 
ported; quickly look at your map to regain 
your bearings. Even if you know where the 
teleport spots are, it wont do you any good to 
try to jumpover theri-you'll still be teleport- 
cd. Leaving the treasurc chests open after you 
find them can also help prevent you from 
walking in circles. If the chest is open, you've 
already been there! 


OOOO CEOE OEE 
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B RUINS - AREA 8 


Pits are everywhere in this area! If you don't tread 
carefully, you'll find yourself lost deep in the dun- 
geon. If you don't have any Steel Balls, try holding the 
Lor К Button, then press the Y Button to look careful- 


seem time consuming, 
it'll save you a lot of trou- 
ble. If you find yourself 
getting low on hit points, 
you can rest by holding 
the L and R Buttons at 
the same time. 


ly at the spot directly in front of you. While it may 


rer! 
tcr Area 10, you'll face a room full of tele- 


rst key, walk one step east from where you entered 


epe To maké it through the room and find the 
1 


the level; then walk south nine steps. Now if you walk 


east two steps, you'll tele- 
„port. Walkonestep south 
and one step west to tele- 


port again. Open the f 


chest in this room to fid 

the missing key After 4 

getting the key, wal 
back to the tefe- 
porter to go back 
to the main room, 
and work your 
way back to the 
door. 


B RUINS - AREA,9 


There are no keys in this level, so the only thing you 
. need to wopty aboutis successfully maneuvering your 


way through the maze. 
Keep track of your loca- 


| tion on the map and 


work your way to the 
exit. lf you have the cash, 
aght want to stop 

€ Magic Shop on 

15 level and stock up on 
some powerful new 
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: SPORTS SCENE 


PICKING A 
WINNER 


This month's 
Sports Scene 
adds even more 
titles to familiar 
Super | NES 
sports cate- 
gories. Some of 
the titles add а 1 
new spin to a 
familiar game, LOU Z. BALL 
like Culture Soft’s Super Baseball 
Simulator 1.000 2 while others go 
beyond previous games in graphic 
reality or play, as in the case of 
Konami's International Superstar 
Soccer. The big question 1s, which 
game of the dozens available for 
each sport is best for you? Sports 
Scene can help by comparing new 
titles to old ones. Check the reviews 
our overall opmion of the game's 
playabihty, then try out the game 
before you buy. 


MADDEN ‘95 PAGE 13 


КЕШЕ The Madden series of foot: 
ball games keaps getting 
better every year This 
month's focus zooms in on 
some of the strategies that 
will make you 8 winner. 


BASEBALL WRAP 


The new baseball sea- 
son gets undesway 
with two sequels and 
one all-new game We 
also rate them against 
the releases from last 
year 


NCAAHDDPS Pacer 


Mindscape ventures into the world of colle- 
giate athletics for the second бте with NCAA 
Basketaball Final Four Does this game make 
ıt ınto our top four or not? 


PAGE 14 
TT 


52 NINTENDO POWER 


Е 


E 


By Konami 


Buffalo Grove, IL-Konami may 
not have made it to the starting gate 
lastsummer during World Cup 
fever, but 
International 
Superstar Soccer 
should sull find a 
place in the 
record books. 
Like its name sug- 
gests, Superstar 
Soccer delivers dazzling perfor- 
mance. The excellent animation of 
player moves, realistic play control 
and a host of options put Superstar 
оп top. 

Some of the appeal of the graph- 
icscomes from the large size of play- 


RSTAR SOCCER 


“excellent animation 
of player moves, realis- 
tic play control and a 
host of options...” 


ers on the pitch. You can see what 
the active player 1s doing at every 
moment and you can anticipate 
what his teammates will do. Being 
able to anticipate moves made by 
computer con- 
trolled opponents 
gives you asense 
of real teamwork. 

As for options, 
Konami included 
the standard 
"Cup" and a 
World Series. The Scenario option 
(similar to the option in NFL 
Quarterback Club) puts you ina 
match at a critical point—a great 
choice when you don't have lots of 
ume to play. If you like realistic soc- 
cer, this game should be on your list. 


HEADING FOR 


Konami packed International 
Superstar Soccer full of options, but 
they also packed it full of fun. As 
either a one-player or two-player 
game, Superstar outperforms the 
competition, FIFA International 
Soccer has the mult-player option 
that allows four hooligans to have a 
kıck atthe same time, which ıs a great 
plus. Wıth Superstar, however, you 


have simpler БӨЛЕСІ functions, 
more realistic animation and even 
better play control. That's really say- 
ing something since FIFA is an 
excellent game ınitsown right. 


but Konami's version 
may be the best exam- EX 
ple in any sports game. 
One swift glance at the 
radar reveals the posi- 
tion of teammates to 
whom you should pass 
the ball or other players 
who are guarded close- 
ly by your opponents, 
The graphics of the 
radar stand out from 
the field clearly ф 
enough to be seen even 
out of the corner of | 
your eye and they track 
the movement of all players on the 
pitch with absolute accuracy—accu- 
гасу you can count on to make mul- 
uple passes or set up a scoring shot. 
It's hke having super peripheral 
vision that takes in the whole field, 
When playing Superstar, keep in 
mind that the 26 international teams 
have the strengths and weaknesses 
of the real squads. You'll recognize 


One of the best the strategiesand 
feat ay “Тһе moves look great, onim 
the least visible 600: headers, bicycle Cup teams in 
feature onthe kicks, fancy dribbling, their video coun- 
screen, As you terparts. For 


move up and 
down the field 
with your active player, the radar 
screen ED s colored dots desig- 
nating the locations of your players 
The radar concept 1s nothing new, 


sliding tackles.” 


instance, if you 
want the best 
team possible, choose Germany, 
Brazil or Italy. 1f you want more of a 
challenge, choose Russia or Korea. 
The tactics screen may look muting 


| ACTION 


2 242 


since it offers only five choices, but 
the formations are all fluid. Players 
react quickly to new situations, and 
the Al is excellent. Players move 
appropriately to receive passes or 
score. The moves look great, too: 


headers, bicycle kicks, fancy drib- 
bling, shding tackles. You can even 
knock over sports photographers on 
the side of the field, Now that’s fun. 


IN TRAINING 


The Training mode of International Superstar 
Soccer gocs beyond just teaching the basics. lt can 
stand alone as a fun play. While challenging you 
to improve your skills in five critical areas of the 


game~—dnibbling, passing, shooting, defending 
and making corner kicks—the Trainer awards 
points for your performance. Four levels of 
experience must be conquered, with tough oppo- 
sition from the computer players at the higher 
levels. Ву the ume you break the preset record on 
the fourth level, you'll be a real soccer superstar 


Dribble to each of the 
fiags on the course, then 
boast the bail inta tha 
goal as quickly as possi- 
ble to earn tha top 
score 
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HOW SHARP IS STERLING? 


By Jaleco 


Wheeling, IL—One of the premier 
wide receivers m the NFL puts his 
name on the linc with faleco’s first 
football title, Sterling sEnd2 
End. As you might guess, the design- 
ers emphasized the passing game іп 
this four-player Pak, but you'll find 
the full range of football plays on 
both offense and defense. Play 
selection uses a process similar to 
that of Madden '95 and previous 
Madden games, You begin by 
choosing a formation like Pro Set, 


JU mumê bo 


then. СЕЕ from the aan that can 
be run from that formation. 
Defense works the same way, and in 
the case of both offense and 
defense, you can call an audible at 
the line of scrimmage. End 2 End 
also lets the defensive player choose 
control of different players by tap- 
ping the A Button. Overall play con- 
trol speed feels realistic. The 
graphics look sharp for a game that 
has been packed mtoa skimpy eight 
megabit Pak, which mayalsomeana 
lower retail price All that sounds 
pretty good, but End 2 End drops 
the ball when it comes tosome other 
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features, Play modes are limited to 
End 2End for head-to-head clashes, 
a Play-off tournament and an All- 
Star game between the All 
Amenican and All National squads, 
which 1s pointless since the game 
doesn’t include any real football 
players except Sharpe himself. 
Sound during play might best be 
described as the howl of wind overa 
microphone. 

Passers will find the controls to be 
simple. The A Button hikes the ball 
from center anda second tap of the 
A Button shows 
the receivers’ 
designation let- 
ters at the same 
time that the 


“End 2 End delivers solid 
two-player or multi-play- 
er action with easy-to- 


^i 


A 1 
қ 
E 


its final touches before the expan- 
sion dre apie’ no way to tell how 
realistic the teams will turn out to be. 

End 2 End delivers 
solid multi-player 
action. The stats are 
impressive, Instant 
Replay reveals good 


perspective on learn play control.” Al for computer 
the field zooms теат pilay control T controlled players, 


back toshowa much larger area. For 
the offense it’s great, buton defense, 
1t can be difficult to 
tell where the play is 
going When you 
switch to the active 
defender, you might 
not see which player 
youcontrol until he’s 
offand running. 
Teams do seem to 
excel inthe same 
areas as their NFL 
counterparts. Jaleco 
includes both 
Jacksonville and 
Carolina, but since 
this game received 


but the game leaves out many fea- 
tures like substitutions, a league 
schedule, and scenarios. In the end, 
178 not in the same class as Madden 
‘95 from EA Sports or Ácclaim's 
NFL Quarterback Club. 


Yo) O АЛ) 1 


« 14:58 


SPORTS SCENE 
SPECIAL 


MADDEN ’95 


Now, it's time to hit the field and bang heads. This month 
we'll share some winning strategies that you can use in 
Madden 95. The two boxes below reveal tips that work in 
many situations, but the best tip of all is to practice and to 
use the teams that execute best. There's a good reason for 
boning ороп unn Мп skills, too, because the Super 
NES XBand Modem 
from Catapult, due 
for release this sum- 
mer, will let you chal- 
lenge players all over 
thecountry. 


۴ 
31 
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ON OFFENSE 


READ THE DEFENSE 


The most useful 
offensive skill you 
can learn 15 rcading 
the defense and 
adjusting to it. In this 
scenario, the 49ers 
choose to run the 
halfback draw trap, , 
but when they get to 
the line they find the 
Raiders sitting over 
the hole. 


CALL THE AUDIBLE 
Don't panic! Call the 
audible at the line for 
adeep pass route. The 
Raiders, stuffed up in 
the middle, will be 
outmanned on the 


flanks by four 
receivers going long. 
In general, deep pass- 
es on the outside are 
the best bet in 
Madden 95. Crossing 
patterns and hooks 
are risky. Running 
the ball can be brutal 
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BEST PICKS 


THE CHAMPS 


Sen Francisco 49ers—the current 
NFL champs have virtually no weak- 
nesses This means that the AT exe~ 
cutes player movement just as It Is 
drawn inthe playbook in most cas- 
es 


LONE STARS 


Dallas Cowboys—The Cowboys 
have so many strengths that you 
might wonder why they're number 
two Strong passing and a crushing 
defense may even make the 49ers 
into believers 


PURPLE POWER 


Minnesota Vikings—You might not 
have guessed this one, but if you play 
with the Vikings you'll see how pow- 
erful they are in most areas The run- 
ning game is their ane weakness. 


ON DEFENSE 


THE SACK MACHINE 


The best “D” results in 
loss--1oss of yards, 
loss of downs, loss of 
the ball and loss of 
self-respect for your 
opponent. The key 
word is Blitz! 


TOUGH 
GUYS 


The Alin Madden 95 
is good, but it doesn't 
expect certain types 
of behavior. For one 
thing, the computer 
doesn’t expect you to 
blitz with the Tough 
Guy Bhtz on virtually 
every down. This 
short yardage defen- 
sive scheme can be 
burned by deep pass- 
es, but 1n most cases 
you'll down the QB 
long before he can 
throw the ball, 
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BASES 
LOADED 
AGAIN 


By Jaleco 


Wheeling, IL. Bases Loaded 


3—License To Steal is full of give 
and take, It features licenses from 
the MLBPA and Stats Inc., which 
means you get to play with real 
major leaguers. Great. But their 


skills are based on stats from 1993. 
On the plus side, SBL3 delivers 
realistic pitching. For cach pitcher 
you can select from their four best 
pitches by pushing one of the four 
Controller Buttons. On the other 
side of the plate, however, the dis- 
tant perspective of your batter 
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makes judging your swing awk- 
ward. Placement of the ball 
becomes a matter of choosing a 
direction on the Controller and 
accurate placement is difficult. If 
you're used to a game like Ken 
Griffey Jr. Presents Major League 
Baseball or MLBPA Baseball 
where hitting feels very natural, 
the lack of control in SBL3 may 
make this game feel incomplete. 
Players may combat some of the 
awkward feel of the defense by 
customizing the on-field play. If 
you choose automatic settings for 
fielding, batting and running, the 
computer responds well. On the 
other hand, be prepared to chase 
balls if you opt for the Manual set- 
ting. The problem once agam is the 
perspective, which switches from 
behind the pitcher to behind the 
plate after a hit, The 
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ble. Kf you use the Auto fielding 
option, you'll have some fun. 
Players play an entire season 
(something you couldn't do in the 
original Super Bases Loaded) or a 
championship series. You'll also 


find an MVP game and an exhibir- 
поп game for two-players. But ın 
the end, although the game may 
have the “license to steal,” 1t isn’t 
one. 


defensive player must 
completely reorient him- 
self to a new scene, find 
the ball, and move his clos- 
est defensive player 
toward it. Most baseball | 
games have chosen the 
behind-the-plate perspec- 
tive to avoid this sort of 
view-switching problem, 
Bases Loaded 3 looks 
nice on the screen, and the 
controls, although often 
difficult, are not impossi- 


BASEBALL SIMULATOR 


RETURNS 


By Culture Brain 


Redmond, WA—The next sequel of 
the season comes from Culture 
Brain. Super Baseball Simulator 
1,000 2 differs from virtually every 
other Super NES baseball game due 
to the super powers of its Ultra 
League players. This 1s fantasy base- 
ball with a difference. Your players 
can bring down lighting from above 
and turn pitches mto a buzzing mass 
of baseballs. Or a batter can call up 
hissuper powertogain basc running 
speed, Baseball 2020 with из robots 
and other super teams ıs the only 
gameremotely like iton this planet. 
On the field, most of the play 
seems realistic. The game usesa stan- 
dard view and the field holds no sur- 
prises like those in Baseball 2020. 
The game has an arcade feel due to 


the wild animations of the power 
plays and the messages that pop up 
on the diamond-vision board. 
Baseball Sim 2 also gives players 
good control. Whereas batters can’t 
move in the box in Super Bases 


Loaded 3, in Baseball 
Sim 2 you have full 
movement. Youcan 
also set the difficulty 
level at one of the three 
positions from 
Standard to Expert.On 
defense, players seem to 
move slowly, but you 
have the option to 
change their positions 
onthe field, to play close 
or deep depending on the situation. 
Most base runnersalsoseem to move 
at tortoise speeds, which makes tak- 
ing extra bases a risky business. The 
speed of the ball in the outfield also 
seems to vary at times for no known 
reason. 

The big difference between 
Baseball Sim 2 and all of its competr- 
tors has to be the power play option. 
You activate the player's power on 
the mound or at 
the plate with 
the X Button 
plus any pitch 
or hit Button. 
Some part of 
the view 
changes and the player performs his 
incredible feat..sometimes. A power 
pitch or hit can still be a flop. In the 
Ultra League, you also have super 
fielding abilities like the Rocket 
Jump, Super Slide or Hyper Throw. 
Sometimes the power move takes on 
the form of super speed for the run- 
ner, The graphics during the power 
moves can be as simple as changmg 
the look of the ball to 
dramatic setting shifts 
into outer space 
where a cosmic pitch- 
er takes on an orbital 
batter. 

Baseball Sim 2 lacks 
some features that 
have become stan- 
dard m other baseball 
games. Virtually no 
suggestion of Major 
League Bascball can 
be found. Two of the 
six team leagues arc 
basedon major league 


“The game has an 
arcade feel due to the 
wild animations...” 


cities. The Ultra League—the third 
division—is a fantasy creation. You 
can also create your own Original 
League, The team and player ediung 
functions in Baseball Sim 2 give it yet 
another difference. 1f you've ever 
wanted to field a team of awesome 
players, here's your chance. 

The Japanese design team com- 
bined two of that nation's pop cul- 
turc pasumes—baseball and comic 
books—to create 
Super Baseball 


Simulator 1.000 2. 


The on-field play is 
nowhere near as 
realistic or solid as 
Ken Griffey Jr., 
MLBPA Baseball or Tecmo MLBPA 
Baseball, but it ıs unique and fun m 
itsownright. 
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SPORTING NE 


By Hudson Soft 


San Francisco, CA—Hudson Soft 
enters the baseball world with The 
Sporting News 
Power Baseball 
—the first four- 
player baseball 
game for the 
Super NES. 
Therein lies the game's claim to 
fame. The multi-player option 1s 
great if you have a multi-player 
adapter and friends who like to get 


ту 
а 


BASEBALL 
SCORECARD 


Tecmo Super Boseball 
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“the first four-player 
baseball game for the 
Super NES.” 


5 
mm 


together for a game. The Sporting 
News Baseball also features good 
graphics with large characters, par- 
ticularly at the pitching/hitting 
view. The play 
control for both 
hitters and pitch- 
ers won't confuse 
anyone. It’s all 
standard one but- 
ton stuff without much variety. The 
overhead fielding view shrinks the 
players and their movement can 
seem painfully slow, which is com- 
mon in most baseball games. The 
game contains three levels of diffi- 
culty, but the AI remains fairly sim- 
ple at all levels and the play on 
offense and defense is not nearly as 
realistic as in Ken Griffey Jr, MLB- 
PA Baseball or Tecmo Baseball. 
Hudson grabbed the MLBPA 
license toadd Major League players 
names to the rosters. You'll find sea- 


WS PLAYS BALL 


—— Ta 


son play, exhibition games for one 
to four players, a pennant race 
mode, an All-Star game anda Home 
Run derby. There’s also a Watch 
option. 

< This game has a short learning 
curve, which makes it ideal for four 
players, because Hudson did a good 
job putting in the basics. If you're 
into realistic baseball action, howev- 
er, The Sporting News may not have 
what you want. 


R PLAYS HERE 


THE FINAL FOU 


SIEHHIBITION GAME 
МЕШ TOURNAMENT 
TOURNAMENT GAME 
PRACTICE 
FREE THROWS 
IDPTIONS 


Press START f 


By Mindscape 


Novato, CA~The road to the final 
four isn’t an easy one. NCAA Final 
Four Basketball from Mindscape 
began life with 
tremendous 


- А zs 


points for playability. The biggest 
disappointment comes from the 
absence of any way to identify the 
active player--the player that you 
control, In virtually every contact 
sport video game, 
the designers 


ight fe change team 
for vain menu 


Е x 


Start a new teurpàcie M. 
chessing ene of the атаһы! 


“The game also 
loses points for the 
slowness of play." 


have seen fit to 
place a star, circle 
or some other 
indicator show- 


promise. The 
development 
teams at 


Bitmasters and thrills, or NBA Jam Tournament 


in Mindscape's 
new 3-D studio created a rendered 
character set that allowed players 
on the court to move in realistic 
ways never seen before. Players 
pivot smoothly, turn around, pass 
the ball between their legs, etc. All 
of that is in the final version of the 
game, and it's something to appre- 
ciate for its finer technical pomts. 
But NCAA Final Four scores fewer 


SELECT TEAM 
AAA Rate fa change tear 
Реда A form атайт meno 


Eum 


Start a new four gh A 
Er hela 
a 


£hoosin a: 


Press STANT whee dere 


ing which guy 
you control. The game also loses 
points for the slowness of play. The 
mece graphics slow down the action 
to an awkward pace. That's too bad. 
The NCAA's top schools are repre- 
sented, which 
will be a draw 


Edition. And if you need ahit of the 
NCAA, hunt up a copy of 
Nintendo's NCAA Basketball with 
its remarkable Mode 7 perspective. 


for many fans. 
The game also 
includes rcalis- 
tic free throws, 
good instant 
replays, thefull 
tournament, 
and exhibition 
games for up 
to four players. 
But if you're 
serious about 
basketball, 
look to EA 
Sports' NBA 
Live '95 for the 
ultimate hoop 


Slap on the B-BALL GUE and you'll never 
| [кё your grip again. iocis eryounseseer sors amet | 
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staggering 1 
w, 64-bit video gam 
than $250 compar 


f SitconG i 
of Silicon Graphics 
Id allow the most ri 

nd special effects eve 
levisions. Doubters 


isthis, the system will fı 
de in mid-19 


® MultiGen 


60 NINTENDO POWER D 


Unit at super high speed, also determined the 


қ a to use MIPS processors, which require data to 
T rU r be delivered to the CPU (Central Processing 
Е = > c — Unit)and Graphics and Audio Processing 
Р 


& э rom the outset of the project, the 
‘goal has been to create the best. 

video game platform ever imagined. 
The 64-bit Eus from Silicon" 
Graphics’ subsidiary MIPS Technologies 
Inc.areat the heart of the system and 
promise todeliver the quality of the finest 
Hollywood special effects with the speed 
necessary for real-time game play. 
Combining those twoclements has guided 
the engineers from day one, The decision 


need for game data to be stored on ROM 
chips rather than CD-ROM disks. Thatin 
turn meant thata high speed connection had 
tobe made between Game Paks and the pro- 
cessors, which led tothe use of Rambus’ 
breakthrougb memory technology. The 
operating speed of the CPU at 100 megahertz 
makes the NU 64 faster by far than high-end 
personal computers, and the dedicated archi- 
tecture of the sys~ 
tem will deliver 
even greater 
aphics perfor- 
REM ШЫ the 
speed alone sug- 
gests. MIPS tech- 
nology makes use 
of RISC (Reduced 
Instruction Set 
Computer) chips. 
The beauty of the 
RISC chip isthatit 
breaks computing 
into simple tasks that can 
be calculated much faster than 
they could be with traditional processor 
E designs. Since the major workload of creat- 
ing complex graphics comes from recalcu- 
lating pixel positions, the lightning-fast RISC 
chipis the perfect processor for software 
with tons of graphics. 
The Reality Co-processor is the name for 
the Graphics and Audio Processing Unit 
designed by Silicon Graphics for the NU 64. 
This Co-processor uses specialized tech- 
niques such as real-time anti-aliasing and tri- 
linear mip mapinterpolation for 
the creation of ultra realistic 
graphics, Anti-aliasing isa tech- 
nique thatelimmates the jagged 
edges of diagonal lines ona TV 
or computer monitor. The NU 
64 performsanti-aliasing олай 
`. objects, no matter where they 
— appear in the 3-D space of the 
® scene. Asan object scales larger, 
its edgesremain smooth and 
== realistic looking. Tri-linear 
ч mip map interpolation also 
-® works in real-time on the NU 
64, eliminating the effect of 
1 4 exaggerated pixelation,a 
á L problem that is very common 
^7, when objects are scaled to 
Ё |, large proportions. With Tri- 
АС, linear mip mapinterpola- 
.. tion, the close-up surface 
always looks realistic without 
any of that blocky effect. These types of 
functions are carried out almost 


Rambus has dusigned a custom 
the NU 64 that runs at 50 
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instantaneously by the NU 64's 
Graphics and Audio Processing Unit, 
whereas most computers must make 
lengthy calculations to achieve the 
effects, and even then the effect may 
only occur in limited areas of the pic- 
ture, The final effect is dramatic— 
smooth, realistic looking objects that 
can move through space at high speed. 
Unless you spend tens of thousands of 
dollars, the only place you'll be able to 
sec effects like these ison the NU 64. 
To make use of the advanced graph- 
icsin the NU 64 system, Nintendo 
needed an extremely fast delivery sys- 
tem forthe game data characteristic of: 
aGame Pak. Nintendo Ultra 64 Game 
Paks, using sophisticated compression 
techniques, will pack at least 100 
megabits of data onto 32 megabits of 
ROM chips. That’s at the low end, but 
even then the amount of memory is 
many times greater than the largest 
games for the Super NES, and high- 
end memory configurations may well 
take NU 64 games into the lofty realm. 
of 800 megabits. Zipping all that infor- 
mation fromthe Game Pak to the CPU 
wont bea problem, either, because of 
the Rambus. The 
Tiger Team at 
Rambus has been Courtesy of Alia, 
working closely with P 
Nintendoto cus- 
tomizethearchitec- 2 
ture of the bus that 
deliversgamedata ; 
tothe CPU and Il 
fromthe | 
Controller. It has 
achieved remark: 
able speeds of 
500 megabytes 
persecond in 
data transfer 
using innovative 
circuitand board designs. 
According to Rambus, its 
custom bus designs willset 
anew highendstandardin | 
the computer industry, 
The сй саш of using 
ROM chips rather than 
CD-ROM disks will be that 
the Nintendo Ultra 64 will 
have access s 


peeds many ч 
timesfasterthancompeting CD-ROM- Courtesy of MuhiGen 


based platforms. This hardwareis 
absolutely remarkable, but no video 
game hardware stands alone. The 
games must be up tothe same 
standard. 
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IHE TRADE 


ideo games don't just drop out of 
Ihe sky once you have anew hard- 
ware platform. You have to create > 
them, and to create the awesome 
graphics and animation that can. run 
(4) onthe Nintendo Ultra 64, you need i 
the best tools possible. The develop- ` 
ment materials being used by 
Nintendo's exclusive software devel- 
opment partners include several prod- 
ucts designed expressly for SGI + 
machines and users, Alias and 
MultiGen create tools with which artists 
and animators can realize their wildest 
dreams, From енче 3-D images to 
creating fully integrated scenes full of - 
the complexities of shadows and tex- + 
tured surfaces, Alias provides the tools 
to create images and animations that < 
will dazzle players with their depth, - 
subtlety and rcalistic appearance, 
Simulating realistic movement in a 
real-time, 3-D world requires the -< 
sophisticated tools provided by 
MultiGen. Its software makes it easy to 
model real systems, like the movement 
of boats through the water, or the inter- 
action between objects. Software 
Greations has long been recognized as 
one of thetop developers of video 
game sound and music. Sound Tool for 


the NU 64 will i refined techniques in 
the hands of all NU 64 composers. 


i he first games to be released for the 
d Nintendo Ultra 64 willappear only 
on that platform. You won't see 
watered-down versions on other video game 
systems, Nintendo of America has been busy Alias and MeltiGen software 
creating exclusive relationships with top pub- 3 is the begisoing of the magic 
lishers and developers so that NU 64 buyers 
will bave the best library of games possible. 
These partners have received early develop- 
ment help from Nintendo and SGI so they 
could begin work on their games immediately. 


CharacterBuilder™, which are used to cre- 
ate advanced graphics for use in video 
gamesandother fields such as movie spe- 
cial effects, Alias will soon merge with SGI 
and Wavefront, another high-end graphics 
tool developer. Alias’ tools are being used 
by the exclusive software developers for 
the Nintendo Ultra 64 and will be part of 
the development kit that all publishers and 


ACCLAIM 


А eclaim climbed to the top developers will use in the future. 

of the video game publish- х 

_—~ ing mountain on the Р 

о megahits suchas Mortal N R ANGEL S fUDIOS 
Kon? Папі NBA Jam Ж Й Angel Studios madea splash in Hollywood 
"Tournament Edition. Acclaim has with the incredible special effects they ere- 
begun working on its first exclu- | ated for The Lawnmower Man and Peter 
sivetitlefor the NU 64, Turok: The / Gabriel's MindBlender. Now, Angel turns 
Dinosaur Hunier from Valiant 3 its artistic and creative focuson the NU 64. 
comics Acclaim will make useof /% The title of the 
its Advanced Technologies group E ' game now under 
and award-winning motion-cap- EE " development for 
ture technology m the creation of the Nintendo 
thisaction adventure, The devel- ^ Ultra64 hasn't 
opersalso plantouseanewteth- | j been released. 
erlessopticalmotioncapture — 8 4 Courtesy of Angel 

Thestory issort ofa ( Studios. Peter Gabriel's 
Back tothe Future/Jurassic Park м "Wa 2 MindBiender 1993 


theme: Turok returns tothe 
20th Century, buthe brings the Тагок courtesy of Acclaim ced 
dinos with him! Volient Comics 


ALIAS 


Basedin Toronto, Ontario, Alias is one of 
the leading 3-D graphics software tool 

developers for SGI machines. Their prod- | 
ucts include PowerAnimator™ and NL NL CUM a US о » 
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DMA | 


This Scottish game developer gained fame 
for creating the award-winning 
Lemmings games and Uniracers for the 
Super NES. Its first NU 64 title is under 
development. You can bet that it will fea- 
ture innovative game play, creative graph- 
icsanda wicked sense of humor. 


GAMETEK 


Recent acquisitions of top computer 

development talent put GameTek in the 
chase for an exclusive NU 64 game. That 
game turns out to be based on the futuris- 
tic Robotech license, featuring morphing 
vehicles in a dramatic sci-fi setting. 


MULTIGEN 


MultiGen’s modeling toolsfor 3-D simu- 
lation give developers a means of link- 
ing images to simulation models that 
describe complex movement in a 3-D 
environment, Making use of a visual 
database that specifies attributes for each 
object ina simulated model, MultiGen's 


Killer Instinct 


tools like OpenFlight™ allow for realistic P AR ADI G M 
animation in а3- world and are part of 
the NU 64 developmentkit. E Long known as the leader in realistic flight 
simulations, Paradigm enters the mass 
N IN T E N D о market working ona project with 
Nintendo's most famous game designer, 
More than 100 yearsago, .— Shigeru Miyamoto, the maker of 
Nintendoopened upshop سے ے_‎ Mario and Zelda. 
in Japan, manufacturiny 4 i 
Hanafuda playing cards In a 5 A 5 RAMBUS 
the 1980s, Nintendo turned | <a AN e The Ramhus technology may well 
first to arcade gamesand E ж. become the Әзілге standard for data 
ше оше video gans oes in computers ofall Ede A 
oming thenumberone us is agateway betweena 
vidcogamccompanyin | "m source of | m. Euge CPU. Ifa bus 
the world. Nintendo's rep- is too slow or too narrow, the data 
utation for creating the stream is choked and processing 
best hardware platforms slows down. The designers at Rambus 
for home video games havecreated a special architecture to 
dates back tothe 8-bit NES, Cou — allow for a wide, extremely fast bus 
introduced in 1985, The 16-bit Super NES езу of GamoTek forthe NU64. 
followed in 1991 and has proven to be the 
best-designed and most versatile video R AR E 
game platform to date. Nintendo engi- Withthe unprecedented success of 
ups i Шолып! 
el while Shigeru Miyamoto's ето е video game developmen 
development groupat EAD 00 Its first NU 64 title for Nines 
(Fntertainment, Analysis and зла y | Killer Instinct, has already become ап 


arcade phenomenon. KI will be only the 
first of many new games from Rare, 


STERRA ONLINE 


One of the newest exclusive partners, 
Sierra Online pioneered online computer 
gaming. It also excels at flight simulations 
like Red Baron. The Nintendo Ultra 64 


Development) works onsome of 
thefirst Nintendo games for the 
system. Nintendo will also be 
bringing two hot arcadetitles— 
Cruis'N USA and Killer 
Instinct-to the NU 64 bash. 


= Crus N USA 
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version of this W WI dogfight simulation 
will make use of Sierra's legendary gaming 


expertise, 


SILICON GRAPHICS 


Silicon Graphics Inc. stands at the pinnacle 
of the computer graphics world. Its prod- 
uct line includes desktop systemssuch as 
the Indy at the low end upto the POWER 
Challenge super computersat the high 
end. Based in Mountain View, CA. Silicon 
Graphics provides systems to companies 
like Industrial Light & Magic, which cre- 
ates special effects for many blockbuster 
motion pictures, and to other companics 
that create effects for computer and video 
ama and medical imaging. Another 

large and growing part of the business is 
the CAD (Computer Aided Design) market 
where engincers use Silicon Graphics 
systems to design new products and tools 
in3-D. 


SOFTWARE CREATIONS 


Software Creations, known for developing 
quality games like Ken Griffey Jr. Presents 
Major League Baseball, Spider-Man & X- 
Men: Arcades’ Revenge and Equinox, will 
developa game for the NU 64. SChasalso 
developed the sound for hit games like 
Interplay's Rock ‘N Roll Racing. Sound. 
"Tool the sound authoring software to be 
included in the Nintendo Ultra 64 devel- 
opment kit, makes use of Software 
Creations’ extraordinary techniques for 
creating realistic, full-voiced sound, 


Courtesy of Sierra Online from 


Red Beron the PC yeme. 


SPECTRUM HOLOBYTE 


Although many people may think of 
Spectrum Holobyte in terms of puzzle 
games, ithas long helda premiere position 
inthe PC gaming world for its extraordi- 
nary combat flight sims like the Falcon 
series. The exclusive Тор Gun game for 
the NU 64 will bea fast-action, arcade-type 
fighter sim, perfectly suited to the 3-D 
real-time graphics capabilities of the NU 


64. 
WILLIAMS 


Last, but in no way least, Williams brings 
the toparcade development team in the 
world to the exclusive club of the NU 64, 
but that’s just the beginning. Williams will 
release the exclusive NU 64 version of 
Doom. The fast scrolling, 3-D world of 
Doom will make the Nintendo Ultra 64 the 
showcase for first~person action games—a 
category that could become huge. 


E 
DREAMTEAM 


NINTENDO ULTRA 64 
HARDWARE 


NINTENDO 
SILICAN GRAPHICS. 
RAMBUS 


SOFTWARE TOOLS 
ALIAS 
MULTIGEN 
SOFTWARE CREATIONS 


EXCLUSIVE DEVELOPERS 
ACCLAIM 
ANGEL STUDIOS 
GAMETEK 
DMA 
NINTENDO 
PARADIGM 
RARE 
SIERRA ONLINE 
SOFTWARE CREATIONS 
SPECTRUM HDLOBYTE 
WILLIAMS 
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Sound Test 


E From Agent 
de Two-Punch KO 
~ Sound Library ~ 5 ny OP 
(Nintendo) | 
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EFREUT 0 
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A Late Start 
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E From Acent #4 
Stage Select Codes 


A n A-F ai Ig 2 
АСК ELA 

= z 

Flag Game 


The Bass Code Ever! 


є 


Денеш rune. 
vut 
Metu 


T 


ЕТА 
mone 
АМЕР сасе 


TOTAL өшішыт шања, в кә 


RES 


ТИШИ) ДИГИ. 


WELL Done, Dem... 
Last TOTAL 000000 
SCORE 000000 5 
{ Gren Тот. 000000 
Е.Ғаом Agent #977 M 
Pause the geme, then press Left, Y, When the game resumes, press 
Same Player Code Land ane, to enter the cade Select and I ta stip to thenext 
If you're going to play a two-player game of Sonic чы 


Blastman 2, usc this code to let both players play as 
the same character. When you arc on the Character 
Select Screen, Player 1 must first choose his charac- 
ter. When it's Player 2’s turn to choose, hold the Land 
R Buttons on Controller Il while selecting the same 
character. When the game begins, both players will 
be the same, with the exception of color. 


E From Agent #000 
Morphin Duels 


If you've finished the Mighty Morphin Power 
Rangers and you're looking for a little more 
action, these passwords are perfect for you! Each 
PISTE aot ТРТ of these passwords will take you directly to the 
Payer ean hose taone olde Lard Auson stage where you fight the boss, but you can control 
player's tum seme character either the boss or Megazord. You'll need to have a 
friend control the other character; otherwise, 1t 
won't be much of a fight. 


Mutaytus - ,94l І 
Silver Knight ? - 1007 
Gold Knight - 1212 


E From Agent #103 
Stage Skip 


Finishing Disney’s Beauty & the Beast can be tough, 
especially when you're in stages like Level 2 of the 
Castle. If you're having trouble, press the Start 
Button to pause the game, then press Left, Y, Land Yau can play etwo-player practice Enter the pessword for the boss you 
Down on Controller I, If you enter the code correct- match against the boss of either. wantto play, then start fighting! 

ly, the game should automatically resume. After ste or stage 7 

entering the code, you can skip to the end of the 

stage at any time by pressing Select and L together. 


Our Address is: 
j , Nintendo Power 
A popular activity among Nintendo game players is developing Classified Information 
tips and strategies. If you would like to share your own special P.O. Box 97033 


tips with us, send them in! Choose your own three-digit agent Redmond, Wa. 
number and be sure to include it with your codes. 98073-9733 


Here he is, directly from his beot in 
Toontown, the croziest cop ever, 
Bonkers the Bobcot! Leoving his posh 


life os o stor for Wocky Studios, Bonkers 
joins the 
Hollywood 
Police 
Deportment, 
determined 
to moke the 
streets sofe 
for his fellow 
Toons, But 
he’s goto 
big job 
oheod of him. His portner, Lucky Piquei, 
is out of commission, ond only you con 
help him solve the toughest cose of his 
coreer: 

finding the 

mysterious 

ond evil f^. ЄЎ 
thief who 

hos robbed 

Toontown 

of its most 

priceless 

treosures, 


© 1994 Disney 
Capcom js а registered trademark of Capcom Со, Ltd. Ай rights reserved. 
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ез TREASURES 


Bonkers ıs on the case! After bidding his partner a speedy 
recovery from the injuries he got ın a nasty car accident, 


he now sets out to 
track down the three 
stolen Toontown 
treasures: the 
Magician's Hat, the 
Mermaid's Voice, 
and the Magic 
Lamp Who could 
have stolen them? 
No one has aclue. 
You and Bonkers 
must set out to search 


all of Hollywood, inside old and dangerous mansions, 


through the busy 
streets of downtown, 
among the starry sets 
of the movie studios, 
and even on board а 
slippery ocean liner. 
One by one, Bonkers 
must track down the 
stolen items—and 
face the thicf's evil 
henchman. Only 


after recovering all the treasures 
can you and Bonkers track down the Big Boss himself. 
Once in his evil lair, Bonkers will have to use all of his 
crazy tricks to lock the Big Boss up for good! 


Bonkers may not be the 
toughest cop around, or 
even the strongest But 
hehas afew Toontricks 
in store for his enemies, 
When he gets a minute 
to rest up, Bonker's Dash 
meter will power p and 


give him all sorts of 


speed. When he starts scurrymg, he'll crash through bar 


riers, burst balloons 
filled with surprises, 
and send enemies 
flying He can roll 
where no Bobcat has 
rolled before to find 
some hard to reach 
treats. 


TOOLING TOONTOWN 


Hollywood may be a great place Ғо sight seeing, but it's a tough place to 
track down a slippery thief. Few things are as they seem. With a little 
Hollywood magic, even the most normal object can surprise. 


MANSION > -DOWNTOWN 


You can get a map of the stars’ Like many big ciues, Hollywood has 
homes on any Hollywood street a rough downtown. But this one also 
corner. But to get a map of nasty has jumping oil drums, flower pot- 
thief hangouts, you and Bonkers throwing maidens, and an angry 
will have to venture into the city's helicopter who's guarding a certain 
oldest mansion! i ! 


Use a dashing leap to make it 
safely to a far-off platform 
here in the boss's mechanical 
lair Once Bonkers makes it 
through, he'll have to bomb, 
duck and dash past the myste 

rious collector and his wild 
ship of destruction. But is that 
theendof the case? 


Acton! Bonkers hits the sets 


of old westerns and spacey ӨЗЕН жою THINK THE COLLECTOR 
sci-fi movies to face some GRE crgo на 


ағу enemies in his quest to find the 
dangerous and big-haired guardians 
of the Bonkers must weather a fierce 

1 Lamp. storm as he swabs the decks of this 

gıgantıc shıp where the salty dogs 
try to put an end to his crime- 
fighung days forever. pum don't 
worry— 
there are 
plenty of 
life-saving 
boats to help 
him along. 


STOLEN... AGAIN! 


Just as Bonkers and his pal, Toots, think the danger has past, a mysterious forcefield pulls 
the treasures, and Bonkers, sky pu ‘There, you aan Bonkers must face the real master of 
this evil scheme, Pops Clock. 
He's hig and nasty, and he 


sends lightning holts and scur- 
rying creatures after Bonkers. 
But with a few quick homhs 
and some speedy rolls, 
Bonkers can best even the mas- 
ter of time itself and save the 
treasures of Toontown! 
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Super Power Club Members 


Г) : е 

m» М, { E» 
чә „ы чый чыш» 

Nintendo Power provides 
Super Power Club Members 
with the hottest deal in the 
Jungle. During the month of 
April, members can cash in 


Nintendo Power Stamps and 
Banana Bucks for a bunch of 


Donkey Kong Country 
R Merchandise! 
5; 299” | 
708 Па 27 Donkey kong rity 
na oun uper í 
A > ЕЗ Ed E. | DONKEY и 
ей you purchase se { | 
уда сап earn Banana B = 
E rcally gnarly Jungle С, ! | 
a lemberscan double thei 
a ing or combrmng Мине, 
pi h Banana Bucks! Itsa di 
паду are fh Ppmg over! E 


Donkey Kong 
Country 
15 Banana Bucks 


Super Game Boy 
25 Banana Bucks 


Match ‘em, and ^ intendo Power Game Boy 


lable in 
ee e Supplies Catalog! 20 Banana Bucks 


tarn ‘em, Collect ‘em, Spend ‘em on Bunches of FREE 
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are going ape over... 


can coi с Banana Bucks and Power amps Lor DKC Merchandise. For 
Super Power Chub Members can mbine Ва: Buchs and P. St fe ( 1. 
example, you could get a DKC Sweatshirt by turning їп 20 Banana Bucks ar 148 Power Stamps. This cool 


1 
exchange dealis for Super Power Club Membersonly! 


Donkey Kong Family Sweatshirt 
Price 28 Banana Bucks or 28 Power 
Stamps* 


Diddy Kong 
Hat 


12 Banana Bucks or 
12 Power Stemps* 


Donkey or Diddy Kong 
T-shirt 

18 Banana Bucks or 

18 Pawer Stamps* 


3-D Donkey Kong 


Collector's Character | DK JAMZ- The Original DKC Soundtrack CD 
9 Banana Bucks or 8 Power Stamps: 14 Banana Bucks or 14 Power Stamps* 


To order, follow thedirections printed on every Banana Bucks Order Form. 
Participants must submit acompleted Banana Bucks Order Form, Super 
Power ClubStamps Form, and the original sales register receipt of the prod- 
uct(s) purchased, Offer good only inthe U.S. Promotion expires May 31,1995. 
*U.S. stamps values, See catalog for Canadian stamp requirements, 


Donkey Kong Country Merchandise! К 
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1994 Cybersoft, inc. 


FLYING TO 
THE RESCUE 


Cybersaft takes ta the air with a new 
helicopter combat simulatar, Air 


Cavairy. Canflict has braken aut in three 


majar areas of the world ond it’s your 
jab as the army's crock pilot to quell the 
vorious uprisings. Behind the controls 
af ane af faur different helicapters, yau 
are in cammand af 
several tans af raw 


firepower. While it's 
eosy ta believe thot 


yau're the most 
pawerful thing in 
the air, enemy 
7 SAMs and antiair- 
` croft connans are 
ШЕК ta remind yau af the dongers of 
bottle. Can yau avaid the enemy 
attacks and win this war far yaur coun- 
try? It will toke three different cam- 
paigns ond dozens af missians ta win 
this wor, but if 
yau became 
an oce pilat, 
yau should 
be able ta 
da iti 
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-PLAYER MODE 


he biggest advantage in the one-player game is the 

aircraft instrument panel that ıs displayed at the bot- 

tom of your screen, By keeping ап сус on your 
instruments, you can watch for enemy vehicles and incom- 
ing missiles during the mission. During the briefing 
before each mission, you'll 


see a map of your targets, 
but because you can’t нах а Jud 
access this map during 


the mission, finding your 

targets tends to be a mat- 

we ter of luck. Don't 
worry though, most 
of the missions are 
easy tocomplete. 


on one of your friends in ће Two-Player Vs. Mode. 

Because of the spht screen, the instruments have 
been removed from your view. This makes it tougher to 
find your enemy, but you can still use your Heads-Up 
Display to keep track of 
your fuel and altitude. 
The objective of the 
Versus Mode is to hunt 
down your opponent 
and blast him to pieces. 
When you destroy your 
enemy five tmes,you win! 


T he real challenge in this game comes when you take 


tal, you can play a cooperative game with them instead. 

In the Co-Op Mode, you and your partner must work 
together to complete the same missions that you played in 
the one-player game. You can still fire on your friend’s 
helicopter, but you'll want to avoid doing so. You both 
share the same pool of 
extra lives, so destroying 
your partner only 
depletes your own sup- 
ply of helicopters. 


| f blasting your friends out of the sky seems overly bru- 


ғ. bat situations you'll face, so it а good idea to take 
advantage of these fhghts to learn how to handle the 
various aircraft. The terrain is 
flat and open, making it easy 
to spot the enemies froma 
great distance. If your gun- 
ship 1s carrying any guided 
mussiles, you can fire as soon as you've got a lock on the ene- 
my. When you fire an unguided missile, you'll need to keep 
your target in your sights until they’ve been destroyed. 


Your view af the enemy is 
unobstructed, so use this to 
your advantage As soon as 
you've identified the enemy, 
let laase with ө missile. 


CENTRAL AMERICA 


The missions in Central America are tougher 
than those in the Middle East. Your enemies 
have stepped up their attacks and have hidden 
dozens of SAM launchers m the jungle. It is a 
good idea to take out the SAMs froma distance, 
using your Hellfire missiles whenever you can. 
Because the jungles are cut by massive rivers, 
your enemies patrol the waterways with power- 
ful missile frigates. If you're not careful, these 
dangerous warships will spell the end of your 
flying carcer. 


The armies m Indonesia have massed on 
the variousislands in the area, and they're 
pressing forward with their offensive. 
The missile frigates seem to be every- 
where in these missions, so you might 
want to take them out of way early. 
Because the Indonesian Stages arc the 7 

toughest of the three campaigns, you'll spend more of your ume 
avoiding missiles than destroying targets. Try to complete your 
mission goals as quickly as you can! 


Use your Hellfire missiles to take aut the 
SAM sites from а distance If you get too 
clase to these nasties, you're a goner 


Flying through a hail of ene- 
my missiles will prove fatal 
for inexperienced pilots. 
Practice up on the ather 
campaigns before you 
‘attempt this one 


Although it seems that you’re fighting this war alone, 
there are other units on your side, so don’t go making 


their joh tougher by firing on them. You may be able to [ 

get away with making one mistake, but the second time à - К 

you blow up your own troops you're in big trouble. You ЕЗ Paa 
can avoid making а deadly mistake іп the one-player Doni shaot the good 7 
game by watching your radar screen. When yougeta 99 eae i 
lock ona unit, your display gauges identify it for you. If andthe second ume / 


you're flying a two-player mission, you'll need to get up you bita friendly, you're 


close before you can tell who you're firing on. nat ol commi 
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ROBOTREK 


HOW ОО | EXPOSE THE FALSE MAYOR 


INROCOCO? 


efore exposing the false 
Mayor, you need to talk to 
the real Mayor of Rococo, 
who is at the end of the tunnel 
that leads to the back of his house, 
After finding the true town lead- 
Mayor: 
Choad? ғ 
Get me out of here? 
The new Mayor is a fake: 


The real Mayor loves dogs Go behind the build- 
ing and talk to hım. 


Hu 

С 

4 t the Harbor several kids аге 
tormenting a helpless Crabon 
the beach. This talking Crab 
has vital information about how to 
reach Snowy Island, so you don’t want 
it to get steamed and have it refuse to 
talk to you. To make the kids stop, pro- 
vide them with another source of 
entertamment They'll leave the Crab 
alone if you offer them the Surprise 
Horn. Don't sweat losing st—you'll get 
another one later. 
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er, go back outside and talk to the 
dog on the east side of the build- 
ing Now, when you enter the 
building, the dog will follow you. 
When you talk to Mint, she'll tell 
you that somethmg is suspicious. 


ТЕЕ on the east side of City Hall When 
you talk to him, he'll follow you back inside 


| What do you want? 
We found this crab! We're 


going fo fease if for a 
while. Bo away! 


End the tormenti You need to save this Crab in 
order to sail to Snowy Island 


Take the dog into the office to 
confront the false Mayor. Unlike 
the rcal Mayor, who likes dogs, 
this imposter 1s afraid of them. 
He'll flee when you and the 
pooch walk in. 


The false Mayor is terrified of dogs The mere 
sightof a canine ends the charade 


| What's that? 

| What? It makes a loud 

| noise and scares people? 
| Bool! Give us that? 


Bribes are always qood Offer thekids the 
Surprise Horn so they'll leave the Crab alone 


MEGA MAN X 2 


HOW DOI GET ZERO? 


ou'll have to find all three 
of Zero's Body Parts in 
order to gain the assistance 
of the super-mega mate-and if you 
don't get him to join you, you'll 
have to fight the Evil Zero near the 
end of the game. The body parts 


ж 


When you access the map screen, the three 
X-Hunters will descend into three of the stages 


|? HOW DOIGET THESL 


E o get the Sub Tank in the 
Central Computer Stage, 
you must have a pow- 

ered-up Speed Burner with the 
Mega Buster Enhancement and 
the Mid-Air Dash Boots. Just 
before you reach Sigma’s Sword, 


Stand on the raised section of floor below end 
to the left of the hole in the ceiling 


are held by the three X-Hunters, 
Violen, Serges and Agile, who ran- 
domly descend into three of the 
eight stages when you access the 
map screen. They hide behind the 
silver Zero Doors, which will open 
only if they’re concealing an 
ow ç йг: 


If an X-Hunteris behinda Zero Door, rt will 
open before you, otherwise, it stays closed. 


the stage’s mini-boss, look for a 
hole in the ceiling. Below and to the 
left of the hole is a raised section of 
floor. Stand on the raised section 
and execute a Dash Jump by press- 
ing A and B siraultaneously. At the 
height of the jump, ignite the 


Dash Jump to the тұп and ignite the Speed 
Burner Do another Dash Jump m mid-air 


X-Hunter. You must go to allot the 
stages and check the doors to get 
Zero's Body Parts, and you must do 
1t quickly. If you wait too long, the 
X-Hunters will depart, and you'll 
never be able to collect all of the 
parts you need. 


WERE 
SPE 
—_T 


You must collect the Head, Body and Legs in 
order to gain the help of this powerful ally 


В TANK IN THE CENTRAL COMPUTER STAGE? 7 2 


Speed Burner to propel Mega Man 
across the room to the right. Just 
before he loses momentum, do a 
final Dash Jump in mid-air and 
grab the wall on the right. Jump to 
the top of the wall and go through 
the hole taget the Sub Tank. 


Jump tothe top of the well and go through the hole 
ın ceting to get the Sub Tank. 


WHAT IS THE PURPOSE OF THE EMPTY ROOMS? | 


he Empty Rooms in the 

Energen Crystal and the 

Deep Sea Base Stagesare no 
ordinary rooms, [f you use your 
Radar Optics, or I. Tracer, you'll see 
that the chambers are power-up 
locations. Activate the Enhanced 
Mega Buster with the Silk Shot to 
charge up all of Mega Man’s 
weapons or life bar. Return to 
recharge as often as you like. 


Use Radar Dptics to check the "Empty" Rooms. 


Return whenever you need to re-energize. 
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HOW DO | SURVIVE THE OSTRICH 


RIDE IN STAGE 2 


he Ostrich Ride 1s a chal- 
lenge because you can’t 
sce what's coming up as 
you race across the screen to the 
right. In the first part of the stage, 
arrows will show you whether to 


27 


jump or duck, but later, you'll 
have to rely on your own quick 
reaction time. When you see the 
baby pink rhino, wait until the 
last possible moment, then Jump. 
To do a double jump, press the 


2 


Danusia Bobek 


jump button again at the height 


of your first jump. You'll have to 
master the double jump in order 
to clear both a baby rhino and a 
bird nest at the same time. It takes 
practice. 


In the first part of Stage 2, arrows will warn you 
about what's coming up 


here are lots of falling 
rocks and rolling boulders 
in Stage 5. Two of the boul- 
ders can be deadly. As you run to 
the right to flee the first rolling 
boulder, you'll meet а slow-mov- 


Falling rocks and rolling boulders make Stage 5 a 
perilous place, even for a king-to-be 


Wait until the last moment to jump over the 
baby rhino Otherwise, you won't clear ıt 


You'll have todoa double jump to clear both the 
baby rhino and the bird nest near the end 


ing porcupine. You can't slow 
down without becoming roadkill 
yourself, so quickly roll under the 
porcupine and continue. Later in 
the stage, listen for the sound of a 
second boulder. Don't be a flat 


Run to the right to avoid the first boulder and 


roll to take out the plodding porcupine 


cat—begin to run to the right 
before it rolls onto the screen. 
Jump off the chff and hold Left 
on the Control Pad as you fall. 
You'll grab ground while the 
boulder plummets past. 


Run to the right and leap off the cliff to avoid 
the second boulder Hold Left as you fall 


ou'll have to jump onto 
Y falling logs to reach the top 

of the waterfall, and ıt will 
take some practice. Stay on the logs 
in the middle of the waterfall when 
possible so you'll have the option of 
jumping right or left. Avoid the 
fast-falling logs and opt for the slow 
ones when you can. If you have to 
jump to а fast-falling one, leap to it 
while it’s above you and plan to 
jump from it immediately. 
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Stay in the center of the waterfall so you'll 
have some choice Jump fromlog tolog 


Try to choose slow-falling logs if you have to 
use a fast one, jump while its above you 


HOW САМІ GET ITEMS THAT ARE || 
OUT OF REACH? 


ou don't have to have every 4 2 " 
item to fimsh the game, but d , 
you can obtain some fj 

out-of-reach items by modifying ІҢ ШЇ | | | 1 Ш, 


| ipe 


Mega Man's Mega Aim. Whenever 
you defeat a boss and finish a level, 
you're given the option of 
Dr Light's lab, where cool tools are 
for sale. For 90 P Chips, you can pur- 
chase an MH Capsule, which recon 

figures Mega Man's Mega Arm. 
Мир the ncwly customized arm you 
can reach all sorts of far away items. 


tone blocks are one of the 
S few obstructions that don't 

harm Mega Man, but they 
can keep you from exploring all the 
areas You can destroy the blocks, 
though, by finding two essential 
items, the Deep Digger (UR) and the 
Break Dash (PL). The Deep Digger 
lets you pick up certam blocks in the 
game, while the Break Dash quickly 
converts granite to dust. If you can't 


MH 6 - cL @ 
'@ PG dh 


After youdefeat aboss tocomy lte dieval. Cash- EUIS P Chips ona selection 
you'll have a chance to visit Dr. Light's lab of cool tools The MH capsule costs 90 chips 


н Goto thes utheast corner of ace and defeat 
move or break a block using the Uranus to withe Deep В 


Deep Digger or the Break Dash, 
you'll have to f md another route 
around it. 


Pluto resides ın the southwestern corner of 
space Defeat himto earn the Break Dash 


О RA FAST FACTS: 


WARIOLAND DEMON'S CREST IGNITION FACTOR 
$ Can! open a treasure chest as 0: How dot find Worlds V and VI? 0: Why can’t! run or kick? 
`Єтїзї Wario? + A: Findthe Air Crestin World Vv А: You're carrying too many items 


“А: No You have to be Big Wario 


0: Me do you access the Dverwartd: um Tprevent items from breaking? 
Whates the largest number | can Б А: No, but you ге more likely ta break anı 
have on my save file? A i and press the Start Бод on thë ıtemıf you Fall down 
A 39 ` îm. Overwarld seraen ә 


û: How dolget through the dors that 


Canlre-enter previous areas 1 ПИН о are there? . say “EntryDanied?” 
„ы Пауе already finished? А: Four. 5 А: Findand touch the computer that 
А; Yes. matches the color around the door 


VOLUME 71 79 


FAST AND 
FURIOUS 


Fans af the arcade classic, Defender, will 
be thrilled by the heavy actian in Archer 


Maclean's Super Drapzane. The actian 
is very similar ta the classic hit, but 
Psygnasis has increased the challenge 
by including basses thraughaut the 
game. The bosses alsa help break up 
the repetitiveness af blasting away 
wave after wave af alien invaders. 
Players that are nat familiar with 
Defender, may find the cantrals difficult 
ta use, but like its predecessar, Super 
Dropzane, it requires haurs af practice 
ta master. In arder ta finish the game, 
players must battle their way thraugh 50 
difficult levels. Luckily there is a pass- 
ward feature that will save the player's 
pragress alang the 
way! 


(& 1984-55 Archer Maclean 
© 1994 Eurocom Development: 
Utd, and Archer Maclean 
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Is lucky for you that the scientists of earth have done their 
jobs well. Without their help, you would be just another 
dummy for alien target practice. Instead you are a major 
force to be reckoned with! Before you head off into battle, 
you might want to become 
acquainted with a few of the 
special fcatures that your 
super suit has to offer. A well 
trained soldier is an army's 
best weapon! 


The Cloak 


Although the Cloak is more of a protective 

e device thanit isa weapon, you can learn 

~ to use it to gainan offensive advantage 

over your enemy. When you press the 

Y Button, you will fade out of sight and 
besafe from all attacks. 


Strata’ Bomb 


Letting loose with a Strata Bomb will destroy 

g all of the enemies that are on the screen 
with you. Although they are one of the 
most powerful weapons you have, 
Strata Bombs are very limited in supply, 
, sosave them asan attack of last resort! 


Multi-fire 


Using the Multi-Fire weapon will let you 
cover a wide area of space with a deadly 
spray of shots. This is the perfect 
weapon to use when you're facing a 
large group of aliens in a concentrated 
| cluster. 


Rotamace 


When you activate the Rotamace weapon, 
two large balls will begin rotatıng 
around your suit. They will destroy any- 
thing they hitas well as helpprotect you 
from enemy shots. They're not perfect 
protection, but they help. 


Homing 

Are things moving Just a little too fast for 
you to get off a good shot? Then try the 
Homing Shot! This handy weapon is 
perfect for wiping out those hard-to-hit 
enemies when you're in a hurry. No 
more aiming—just fire your weapon! 


Yourcolonizing mission takes you to several differ- each moon so that the humans can successfully colonize 
ent planets and moonsin the Solar System. The hos- the surface. In order to protect a base from danger, you 
pitable Jovian satellites are your first target, butthey must stop all ten Attack Waves on each planet If you fail 
are very well protected. You must protect the base on — tostopthe attack, the humans are fimished. 


lo is your first target, so the enemies tend to be a little easier on you here than 
they will be in the later stages. Take advantage of this lull in the action to master 
your weapons systems and ا‎ maneuvering your attack suit. The controls 
should be second nature to 
you before you move on. 

Take your time when you 
face the enemy, clearing 
out one small section of the 
planet ata time. 


lo may start out easy, but finishing off this 
winged beast will prove tough if you aren't 
ready for him 


OMS Eee ms 
Callisto 

The action heats up when you land on the surface of 
Callisto. The attack waves move more quickly, so you'llnced 
; to take advantage of your 
Multi-Shot and Homing Shot 
weapons, When you encounter 
the Fireball Wave Boss, aim 
for the center of the ball while 
avoiding the slow moving fire shots 


Try to have some extra weapons when you 
that fly at you. reach Callisto's Planet Guardian The extra 


Ganymede 


You're only halfway through your mission, and things are 


firepower will come in handy! 


getting almost impossible to bear! Try to collect as many of 
the colonists as possible before the aliens grab them! If you 
don’t grab them early, you may not get a chance to get 
them at all,and that will cause trouble for you in the future 
attack waves. When you face the Floating Sphere, you'll 

need to hit all of the power units that float around it ' 5 
before ıt can be damaged itself. This arachnid-like beast is protecting the 


surfece of Ganymede You'll need to fly 
nm 


low to hitit, so be careful 
=" THEY CAN'T HIT WHAT 
THEY CAN'T SEE 


зке use of your Cloaking 
device is key to fioishiog this game. 

While you have it activated, you are 

able to fire оо your eoemies, hut they 

are unahle to hit you with their return 

fire. The only drawback to the 

Cloakiog device is the fact that you can only use it for a limited 
time. The Cloak will he replenished between Attack Waves, so 
use it while you can. Eogage the Cloak during a battle with any 
Wave Leader so you can fly up io your eoemy and lay ioto them 
withabarrageof shots without worrying about getting hit! 
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VS 
PL LAYE ai 


= Юй 


[ui 


Here's your chance to test your puzzle game 
skills against one of the best players at 
Nintendo. Mike's been honing his skill with. 
Kirby’s Avalanche lately, and he’s got a score 
that he thinks will be tough to beat. If you can 

top his incredible score of 223,540 on the 

practice mode, send us a photo and show off 

your feat! 


You'll need to think fast rf yau want to beat the 
Cajun Level of the Prechce Mode 


WEF 
ros: KIRBY'S DREAM COURSE 


Take a swing at some of the toughest holes 
at the Dream Land Country Club! We want 
to see the top ten (meaning the lowest ) 
scores on course eight of Kirby’s Dream 
Course You need to be a good player to 
get to course eight, but you have to be a 

great player to win the stamps. ! 


It will take a few hole-in-ones to become one of the 
top ten players of this game 


EB 
Low r2 NBAJAM ж 
TOURNAMENT EDITION 


Now that NBA Jam Tournament Edition has hit 
the market, it’s time for Arena Jam Tournament! 
This month we want to see how well you can do 
with the NBA Rookie team. The ten players with 
the biggest blow-outs in a one-player game will 
score themselves some power stamps! 


Only one-pleyer games count for this chal- 
lenge Cheaters will be annihilated! 


ENTER THE ARENA! 


Be sure to include your name, address and Member Number on the beck of yaur photo Supar Powar Stamps for use towards the purchase of Super Power Supplies. Scores 
whan you send m your Challenge or entry for one of our Challenges Allantnes to the — pnnted are determined by the Nintendo Power Staff 


Challenges printed in this Issue must be received no later than April 20 1995 to qualrh D 
{arate Power Stamp praes The players who best complete Challengesilrecene ini POWER PLAYERS’ ARENA PO BOX 97033 REDMONO, WA 93073-9733 
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SUPER 
PUNCH-OUT!! 


Fastest K.O. against 
Dragon Chan 


Bob Schulze. ........... 8 15 secs. 
Redlands, CA 


ko Kabason........... 10.65 secs 

‘armingtan, NM 

Ryan Kwok... 12 45 secs. 
Westminster, CA 

Poul Taylor Jr...19.24 secs 
Tallahassee, FL 

Kenneth Zibell......... 19 90 secs. 
Milwaukee, WI 


Ше ае... 29.16 secs. 
Ingleside, DT 


Ша... 


What ıs that thıng sticking out of 
the top of your Super NES?! Using 
that "Game Enhancer" may give | 


you a better score, but 

Isn't Boing to make E 
ou a better player. 
his page is for 2 

real game play- 

ers, so this entry 

1 round-filedT 


POWER m 
CHALLENGES; 


AND THE | 


, PLEASE: 


"This shot is just a litte bit too blurry 


Before you can enter one of 
the challenges, you must first 
capture your score on film. 
As many of you know, this 
can be tricky. If you are taking 
' aphoto of a Super NES or МЕ 
game, first move your system 
Near your television, so you 
can get a photo of both the 
system and high score at the 
same time. Oum the lights in 
the room a httle bit, then take 
a few photos without a flash. 
When you are taking a photo 
of a Game Boy, place t on a 
flat surface and take the pho- 


PHOTO 


Livingston Hessem 
Atlanta, GA 
Nica phatot 


to ASHP natural hght (NO 


FLASHY]. Hf you are using a 
game enhancement device to 
get your entry score, quit 
cheating and try again with- 
out ıt. 


DONKEY KONG 


COUNTRY 

Fastest 101% finishes 

Josan Pravast .................. 1:08 
Union City, N 

Mases Garcia ......................LD8 
Hialeah, FL 

ОРОГ... есе 1:10 
Altamant, NY 

Doniel Brencata ...................... 1:14 


Valhalla, NY 
Lowell Duchert.. 
Seat 
Scott Zel 
Сагу, 
David Hendren. 
Crass Lanes, WV 
Mark Emanuel... 
Oakville, MO 
Brandan Schwenk .і.......ЛІ 
South Bend, IN 
Shaun Patrick... 
Lyndhurst, VÀ 
Dan Ciez 
Seattle, WA 
Brady um. 
Naperville, IL 
Glenn Garber ... 
Mt. Holly, NJ 


STUNT RACE FX 


Fastest completion of 
Radio Control Track 1 


Joshua Stamulis............... 6" 85 
Palm Coast, FL 
Jonathan 5turack..... 

Hazleton, РА 
Frankie Biega.. 


Wheeling, W' 

rui Lossetter. "ё 
Midlond, TX 

Michael Lasky.. 7" 
Reseda, CA 

Chris Friesen... " 96 
Killorney, M 

Janathon Bryont.................... 8" 06 
Burlingtan, NC 

Steve Dwarzecki ............... B^ 16 
5f. Clair Shares, MI 

Көгі Gorfner...................... B^ 28 
Winnipeg, MB 
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РАЕ ИАЛ IS BACK... 
BACK IN TIME! 


The Ghast Queen has cast a spell an 
Pac-Man, taking him back in time ta his 
yauth and turning 
all the inhabitants 
af the warld 
against him. 
Traverse mauntains 
and farests, 
explare ruins and 
eventhe village 
where Pac-Man was barn in yaur effart 
ta reunite him with his family in the pre- 
sent. Namca's latest puzzler pak has 
fifty levels, with 
mazes that 
became mare 
challenging as 
yau pragress. 
Playing alane ar 
alternating with 
a friend, Pac- 
Man fans will 
gabble up Рас-іп- 
Time. 


1993, 1994 Алей Concept SA 
61980 Namco. 
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Hidden somewhere in each stage 
are colored rmgs that provide one 
of four Power Ups, each essential 
for finishing a level. To obtain a 
Power Up, you must jumpthrough 
aring. The Magic Rope allows : 

access to high areas, while the Fireball disposes of most ene- 
mies. The Sledgehammer breaks through logs and the 
Water Bubble allows Pac-Man to explore watery depths. 


Fireballs 


In order to be reunited with his 
family, Pac-Man must venture 
through five different staggs, 
each containing ten levels. You 
earn a password after every fifth 
level Be sure to write ıt down. 


The Ghost Witch’s spell has 
‘deposited Pac-Man high in the 
mountains Thefresh,alpineairis 
probably the only thing that 1s not 
shazardous to your health. 
Explore for hidden bonus 
pareas as you descend to the 


THE FOREST ° 


Many hazards lurk in the undergrowth of the Forest. ә 
What you can't see will get you, Use your rope to search 


* 
the treetops for the pellets that will open the Exit Door. qj 


0 ә 
Restore your life bar by eating food you find, but watch F R € UL i 
out for the Spiked Fruits! 9 VAL A €t 


The ruins of this ancient palace were not left 
unguarded. Avoid traps while exploring for secret 


ә passageways. Remember that 

е A jumping through 

ә 9 | a dark ring 
Los removes an 


o М EO. item. 


ә ээ ә ә э ә ә ® э ө ө Ф ө ә э ә э ә 


THE VILLAZE ә THE CASTLE 


This is the village where Pac-Man was born! @ Welcome to the humble abode of the dreaded Gum 
Unfortunately, the Witch’s spell has turned most of Monster, Avoid green acid and cannonballs as you dis- 
the inhabitants into unruly neighbors. Perfect your д == the many secrets in the castle. Survive this area and 
jumping and climbing techmques here. reunite Pac-Man's family! 


D 


WINNING STRATEGIES ( 
1. HOW AD SME 


ERD SHE | 
GHOSTS TD YOU 
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When you begin each level, bubbles of eight different 
colors are arranged on the play screen, To clear the 
screen, you must 
launch a bubble of 
one color into two or 
more blobs of the 
same color. The 
screen slowly scrolls 
down as you attempt 
to clear the screen, 
so you'll be racing 
against the clock as 
you “bust your 


moves." Once the launcher is loaded with a bubble, am 
for bubbles of the same color 


Prass the Launch Button to send the bubble үп Ifyou score a direct hit, the 
group of bubbles will tumble from the screen 


Hone your skills by working your way through 
the 100 rounds m the one-player mode so you'll be able to 
bust some truly impressive moves when you take on your 
friends in the two-player mode, Outstanding moves carn 
the greatest number of pomts № the solo mode. The chal- 
lenge increases 
,with every 
round, and the 
password feature 
lets you save your 
progress. The 
¥S. PEAY game offers 
ЕНШІ СЕНБЕ RECORD P н 
| alsoselect the set- 
Up) j| ting that suits 
» your ability. 


When you break a Water Strike a Thunder Bubble Whe you blast Flame 
Bubble, rt washes over to shoot lıghtnıng tothe Bubbles, they burn eway 


the ones below, такта site, dropping bubbles any bubbles that are 
them the same color hangıng below touching them 
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SRE М 


BE ПЛУКА AN SALA 
All of your practice in the One-Player Mode pays off when you go 
head-to-head against cither a friend or the computer in Vs. Play. When 
you pull off great moves that clear lots of bubbles at once, you'll send a 
barrage of blobs flying onto 

. your opponent's screen, The 
more spectacular your 

; move, thc more severe the 
damage. The contests in this 
mode arc fast and furious, 

; and they're almost as much 
fun to watch as they are to 

| play. Hone your skills, then 
challenge a friend to a duel 
toendall duels! 


Against a friend or against the computer, you 1 have your 
work cut aut for you in the Vs Mode 
ye 77 
ie] yY a d E P "wv 5m 
| 


=] 


In the Challenge Record mode, you 
can set your own best record for 
ehmunating the most bubbles, then 
gobackand challenge that topscore 
as many times as you'd like. You can 
also set a record, then take turns 
with a friend to try to beat it. Like 
the other modes, this one has you 
pressing the replay button to start 
again as soon as you lose out in the 
previous round. 


У, 

| inthe Challenge mate, just keep tha screen as clear 
as you can for as long as you can Whan the bubbles 
‘win, you lose 


BEST MOVES FOR BUBBLE-BREAKING 
Youcandropahunch of bub- e аша АТ ЕТІ ШЕШІ 
bles at once by aiming c care- 


fully and hitting the critical М It’s important to ge et the drop on your 
blobs. Sometimes, a big 2 opponents as quickly as possible, hefore 


hunch of bubbles hangs on 
just afew. Blast the few to 
drop the hunch. Other times, 
agroup of like-colored hub- 
bles will be nestled together. 
You сап drop tbe whole 


group by hitting any one of 
them. Use the walls to 
bounce bubbles into out-of- 
the-way niches. 


® they get the upper hand. If you drop а 
2 e group at once, the huhhles will fly onto 
5 your opponents’ screens, and your foes 
e will have to concentrate on clearing 
e (һеш out instead of planning strategy 
e for dropping loads of hubbles onto your 
e screen. Dropping a bunch is much more 
9 damaging than clearing out a few bub- 
9 blesattime.In fact, amass onslaught can 
* easily send your opponent over the line. 
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PERFECT ; 


"Tetris fans; Мега 
tetrads fest. A new 
‘obsession just rode into 
town from Nifiténdo.- | 
Mario's Picross for Super 
Game Boy mixes (һе chal: / 
lenge of crosswords with ^. 

cr the fun of jigsaw puzzles. + 

2. By chipping out blocks on 

7 7 @ grid, you uncover a hid-, , 

2... Heh picture; sounds, |? 
pasy, but forget that. Тһе, , 
humbers beside each row, 
and column indicate how 

E ғ” 
many groups of bi locks to 
chip out in that row or 
column: You бай изе logic 
orluck, but the-clockis ~ 
ticking, aM dial 
out the wrong p, you'll. 
E alchunk of time i! ` 
ario's Picross helps out 

witha learning mode; 
hints, and a battery that 
Saves your progress: 
b 1995 Nintegtio 
© 1924 Аре, Ine: - 

©1994, t lupiter Со, ғ 

| 
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“PICTURE 2 


Solving Picfoss puzzles requires 
visualizing thé missing parts of 
the picture, just like youdo 
when you piece together jigsaw 


y 


puzzlés/You mustalso work log- 
ically, looking for places where 
rows and columns intersect, as 
inacrossword puzzle. ^ 


А ge 


The How To Play option explains 
the process of solving Mario’s 
Picross puzzles step-by-step. After 
that, try the Easy Picross mode. The 
easy puzzles teach basic Strategies. 


Finally, the Picross mode contains 


large, thallenging puzzles. 


THE 
BASICS 


Herc's à quick look at Mario's Picross, haw it 
works, and some basic rules to keepin mund as. 
you begin SA ilis puzzles. ^ 


Try carving out 
lettars end simple 
images in the. 

Eesy Picross .. 
made. : 


You'll find the 
‘toughest puzzles 
on the Star 
course 


Pick your Picross playing order, skip around 
or start with tough puzzles first You сап even 
гар!ау completed puzzles 


Mistakes cut down the 30 minute limit for 
each puzzle The first mistake chops two min- 
utes, the next cuts four minutes and so an 


a 
=ттщ Guilin 
Пп Шш ru Оло рги по Ту 


block should remain untouched, , 


mu adi 
poe арақа (2 


Seer 


Choose the Hint option to fill ın one column 
and one row ofthe puzzle The headstart — 
can make a huge difference in completing 
the picture because it may Ша, obvious 
moves 


wu mumumu! Қ 
ат] 
ا ا‎ 


Start chıppıng away at the outer rows first. 
Groups of blacks beginning at an edge can 
only extend in one direction 


Work row by row or column by column, 
checking for blocks where both vertical and 
horizontal groups intersect. 


Chip out blocks on the gnd.or mark them. with en Xif you Ате, 


MARIO’S 
PICROSS 


PIC TIPS 


Believe itor nof, if you w, or 
patiently 

makeam 

There is no 

involved if you follow these 
Te 


Fill in өй complete rows or | columns 
immedietely, end if e row or cólemn. 
has по chipped blocks init, maka 
sure to.3ark the blocks with en X 50 
thet you wan't mistaitenly chip them 
later. 


Complete all obujaus groups first. 
Sometimes you can tell ага group 
will ose et least some af the blocks 
one line Chip oet those blocks that 
-ara obvious, leaving {ве олі blocks. 
^to fimsh up loger, 2 


Alweys plece'en X after e group of 
blocks because there is alweys at 
leas(ené empty Моск separating / 
groups. ^ 
Don't guess! Even it chipping ablock 
looks like the right moya ‘don’t chip 
ıt until you ere sure. 


Try to stop the Hint Cursor along the 
sides'af the grid, It's eesier to build 
from e side than from the middle 


Н you ere close fo senning out of 

tima, make a Sketch of your puzzle. 
on paper so you cen stert over ond 
quickly fat in tha groaps of hlocke^ 


that yoe 
vioes attempt 


ed out doring the fre- 
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~ POUND OUT THE PICTURE 


PICROSS BY THE CHIPS & 
NUMBERS TIPS 


There's one basic rule for Picross; line numbers indicate how many 
blocks should be chipped out on that line. For instance, on the first hori- 
zontal row of the puzzle below, two blocks next to each other must be 
chipped and all the other blocks are open. 


Ke 


CEZA 


These Picross clues lead to 
hidden treasure—complet- 
ed pictures, 


Вест by filling in all the 
unused blocks with Xs а 
For instance, the 11th са- 0” 
umn has ane group of 
five blacks Since the Hint 
reveals an X in the 12th» 
row, thera’s no way to 
chip out five blocks 
below t. hereforg, you 

, can X out all those 
blocks T 


I| 
| m m | 


3 ғ; 


| 


| (The Sth column.has a. 
‘group of 14. blacks. Chig 
out 13 blocks Büt teave | 

, | both ends open Colum 
Таз an} blockgroup: ` 
that cên only appesi 
above thaX.on the 121 

4 “Tow, Злое бе first row | 

1 hesê group of two mm 

blocks, X out the first 

block onthe Sth column 

And chip out the 15th 
blogko the 9i column 


Using Xs to merk open blocks helps you 
find the right blocks to chip. This puzzle 
has lots ofempty space to fill — t 


н this Phata, yoy might mot be able to 
tell whether ifa block should be chpped 


ог marked with an X Match horizontal 
"nd verbeel ling numbers. , [a 


Your next move ls ta" 

completa the four block 
group on column 15. 
Then you cen finishithe. 
five block пгойр on row 

five Every tme you fins 
ish chipping a black, it 
apens up other ро55194- 
fies The final chips | 
reveal the picture: 

| ^ Scissors! К 


A need a mE Help mel I'm. 
drowning! b- 


Congrats! You've 
chiseled out а 
hammer. 
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YXoücansolye picross puzdesón paper togetthe hang 
of it. We've included four examples helow with the 
Е upside-down. А 


We vé givén you a Hintto, 
get you started Try filling in. 
as many of the large block. 
groups аз possible, like the. 
16, and 14 groups. -= 


might besunk. 


The Hint helps out with the 
bottom row Right off the bat 
you cen chip out nine addi- 
tional blocks Rows 11 end 
13 help build ¢ solid base 


КОЛ 


UR 


This r has several long horizontal groups—pet- 
fect for starting out. Work from the bottom yp or you 


----------------------------л=р----------ез4---------ллр----ИШШР---- 


---8--38--35----62--29.__ 8280 8 


ıı Example За 


Masses of chipped blocks actually make this puzzle casi- 
erto carve out than a puzzle with lots of open space. You 
can chip out many dp without ааа 


я 


| bonam. | і t 


Ths Hint ы you a good 
beginning Next, fill ín cow 
three and the middle areas 

fof rows one, 14 and 15” 
‘The central columns are 
also easy topworki | = 


Exam ple. a Ey 
From the top and both sides toward the bot- 
middle will help tomake solving this Picross al 
os Оше, it could be petty hairy. _ 


Working 
tom an 


Chip out the middle five 
blocks of column 15 Then, 
look et the final numbers of 
the middle five rows and 
chip them out, too 
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т vw 
CONTINUING ITS SUCCESSFUL COLLABO” 
RATION WITH DISNEY, VIRGIN HAS 
RELEASED THE Lion KING FOR THE GAME 
Bor, Trough ITEAN T MATCH THE SUPER 
WES VERSION S-MUSIG AND sounD. 
ems uk cane такве Gane Bor 
ЗЛАРНС5 TO 
" BEW HEIGHTS; 
А SHOWING THE 
(Pan АЯР FLUID 
ANIMATION AS TS 
VE DIE estranvARr. 


Yotican see by бетар that the; $stagez are тегу simi- 
Jar to the Super NES version’s, You'll find that the maps are abit 
shorter, and Stage 8 (“Be Prepared”) has been taken out alto- 
gether. Another similarity between th го is that they can be 
somewhat difficult to master. Younger or less experienced 

е - pO may become frustrated. 

«4 SRP with the gameontrol, which 
2 ЖЕТ Semandsa very precise touch. 
We hope that this review will 
give you just enough of a boost 
to helpyou progress through 
and enjoy this challenging newî 
title! | 


Г „ай m They're not 16-bit, but tha graphics are truh 


incradibla for a Gama Boy pak! г E 


A Pais Tite” В "Ваяћ в lamp” C Tini iip 


Lizards are easy prey, hut the hedgehogs | You'llhavetomakerunning With only опе continue on 
must be flipped aver witharoarbeforeyou jumps over large gaps. the“Prince” difficulty level, 
ean leap on their hellies. Rolling attacks Watch e$ "йч wen don't*h fe Herma EA p, 
Glee Werk, bid (жен Gre difficult to do. өөө و‎ 


mamin Dent RETEST 
= = Beetles will explode when £ T ә 
E mm dum crum touched, but you can set them 


off ata safc distance by roaring 
atthem. 


4 
* On “Cub? diffi- 
< culty, yewean flat- 
Е ten the Hyena 
2 with a single 
3 jump. In other 
. modes, wait until 
E he’s out of breath 
7 beforeattacking. 


2% s 


Grab the special hug in each arca to enter С 
the Bug Patrol bonus game at , г C 
the сой of the stage. Тһевре- La 
cial hug in this stage is at loca- 
tion “C” on the map. Move 
Pumhaa hack and forth to eat 
the falling beetles. If youeata 
spider, though, the einge: will” 
end, 


Mir o 


THE MANE EVENT 


- Т. 


A “Kelp Fram 
a Friend 


S г! 


жағ» AAA 2 р » ANA 
ММ МАММА МАМАМА 
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The trick here is to stay alert. You'll haveto alt :rnatc 


between jumping over pigs and ducking under branches, 
butihere areno doubles jumps,as in ai SuperNES version. 


E А - 
D NRTA E 
You can jump from Ш 

tail to tail, or make a 
long jump to the cen- 
ter hippo, then —- 
tothe shore 2 
Either way,it’s 
rough! 


У SAZ COOLED LA 


p- 


| hooves. Even though it 


The antelopes are 
stampeding, and 
you must dodge 
their pounding 


seems dangerous, stay 
near the center of the 
sercen, which gives you 
the most options for 
‘ovement. If you're near 
the edge, you may get 
trapped and run over! 


The nexitive stages trac 
Simba's exile and eventual 
return. The going gets tough, 
Saas Scarsays, “Be prepared!” 


‘Simbe je kad te 

believe that ha is t 4 
cause of his father a 
death, зо he flees. - 
Thare's a lot af jum E 
ing and grabbing in 

this stage, se prac- 

fice your advanced 

maneuvers, and he 

careful of the baul- m 
dars falling all 4 
around үзі. 


BARNA amva к 


Unlike the Super 
pe arson, thie 


the orangutan atthe 
ond ofthe stage hy 
kicking the seeds h 


Ebr 
hrawsbackathim ТҰ? gin Өй 


2 
As he aduit біті: 2 
you will now jour - 3 4 jh 
Sack the Prida- 

lands, ancouatering f 

jungle maze and 

many batherseme 

orangutans along the 


way. You have since 
gained a fearsome 
ilash attack. 


AYENA LAIRE 


Thi ¢ want E 
эриши e im. 8: 


Ear x | 
PN 
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path through 
Beck- Thaylltyts _ 

ambush ysuwith Dije ATO 
attacks. 

ЖЕРИ 10 FRIBE ROE 
returned at last! 

Scar is the anly 

and your rightful 

kingship. Defeat 

the throne and final- 

ly restore peace te ос 2 


caves to roach Pride РР” 
their Jong jump 

The true king has 

Thing between you 

him twice te regain 

the Pridelandst 


Your vehicle has broken 
down, and it doesn’t look like 
help is on the way. You'll have to 
make the rest of the journey through the 
park on foot, with a rifle and a few grenades as your only 
protection against pr ehistoric predators, Collect the mag- 

netic card keys scattered 
| along the paths to open 
the security gate at the end 
of each area. 


Someone's pulled the plug! With 
no electricity, your car and the 
security fences have shut down. 
Get moving! 


You'll have to go swimming to find 


TAKE ON T-REX f са 
From book to film to toys to feta problem bute f aro 
video games, Jurassic Pork < ыма S| лел 


hos been оп unquolified suc- 

cess, igniting the imogino- 

tions of millions of fans 

worldwide. 

Ocean hopes 

to top into 5 1 ! Initially Zone 2 might look like 
thot populori- à the first area, but now you're 
ty ogoin with moving deeper and deeper into the 


Jurossic Pork aant rain forest. This zone has mofe card ke ys to find and 
Port 2: The ж Жа; more dinosaurs to contend with-all of them hungry! 

3 - A Climb high into the 
Choas treetops to find the 
Continues, o 2 1 S remaining cards nec- 
one-ployer . essary tocomplete the 
oction pok far Gome Boy. The side- level SERE dux 
scrolling game ploy offers few surpris- canopy та е oth 


wandering predators, 
so stay alert at all 
mes. 


es, ond oction veterons moy find little 
chollenge here. 
This title does 
offer solid ploy 


EYEE n zi 


control, however, 
ond works well os Raptors are just one of the several 


p б » species of dinosaur that you'll 
n entry: leve encounter on your trek through 


pok for less expe- the perk 


е This zone is a bit тоге chai- 
ула lenging than the first, with mul- 
б N tiple paths to explore in each 

0 


3 area 
û 1994 Ocean Software of America E 
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Despite what you may expect, you don't actually fight T- 
Rex m this stage; instead, you run away, dodging raptors 
and floor spikesas you flee. This level has many challeng- 
ing jumps, and there's barely enough time to pull them all 


The screen con- 
stently scrolls to the 
Night. You wantto 


E know whet's ahead 
off. Collecting all the key cards here will earn youan extra of you? Cen it be 
life. If you're lucky, you may not encounter T-Rex again, we ores then a 
but Idoubtit! Саа. 


You've finally made itto the edge of the rain forest, only 
to finda raging riv- 

J . er in your path. КА 
ер «е, din | Why not take a raft + 
ج‎ down the river to 

avoid the raptors? 
It may sound like a good idea, but it 
turns out that the water is home to 
even bigger dinosaurs, and they've got 
appetites to match! You'll find anum- 
ber of new enemies above and below 
the surface of the river, so you'd better Ifyou thinkt s bad up there, wert until you gat 


keep your wits about you at all umes. down here Ве gled that your rifle (amezingly!) 
cen shoot underwater 


Your skill and determination have gotten you to Jurassic 
Park headquarters, but your journey isn’t quite over yet 
- ар You must make your EE jest twas bnght outside! You 
way through the 4 = never know what may be lurking in 
headquarters to drum е 
escape the park, and 
there are about a bazillion ravenous 
dinosaurs between you and the safety of 
the outside world! Some of the electrical 
systems have come back on-line, but a few 
lights won't be much help in navigating the 
shadowy, twisting corridors. 


Those nesty spikes ware meant es в last line 
of defense ageinst dinosaurs, but they end up 
working against you 


Beat the Tricerataps 
There are several bosses lurking throughout 
the game, and Triceratops is just irst you'll 
encounter on your adventw u'll have to е > 
play tbe game to find out who the others are!) ? [ыз m Eod pM 
He follows а definite pattern of movement, as When one platform rises, 
do the platforms thatrise and fall. Follow these UOC ем 
steps to avoid being trampled. tower 


Use nod fire shots as Triceratops is advancing 


is you. 
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APOCALYPSE 11 


2 Company..... 
em Release Dat pril 1995 
Memory Si Megabits 


ІТ you have blinding quickness and 
nerves of steel, Apocalypse ІІ may be 
your ultimate test. 


Challenge yourself with 
this arcade shooter from 
Europe. Psygnosis, better 
known for its puzzle 
games like Lemmings, 
turns to fast, shooting 
action that may leave 
many players back at the 
starting line. The graph- 
ics look sharp for such asimple shooter and add to the 
sci-fi feel and theme. Some enemies scale out of the 
background using Mode 7 until they present a threat. 
Actual game play falls into the vertical scrolling school 
of shooters with Power-Ups available along the way. 


9 Very fast action Challenging Arcade shooter fans will have a 
blast Good graphics 


е Not much variety Standard shooting game play 


-А 
APRIL 1995 © 
YING- 
I 
Фф 
^ 
$ به‎ 


9, T 
5 
ІСЕР 


They're creepy 
and they're kooky, 
and they're back 
for a new adven- 
ture on the Super 
NES. 


Ocean returns to an 
adventure style of game 
for Addams Family 
Values that may remind die-hard gamers of the old 
NES title, Fester's Quest. In АҒУ, the quester 1s Fester, 
but his goal is to rescue pug Pubert, who has been 
kidnapped. You'll meet the rest of the spooky clan as 
you wander throügh haunted grounds, defeating 
monsters and boss characters. For the step-by-step 
tour, turn to the Power review in this issue. 


+) Good graphics and dapth of play The adventure contains many 
asks 


o Batties are simple and play control is hampered by awkward hit 
detection ranges around objects 


RIR-ERURLRV 


2v2 Company... 
4 Release Da: 
2-PLAYER Memory Size.. Megabits 


Take to the air with this Take 2 offer- 
ing from GameTek. If you've ever 
wanted to fly a chopper into battle, 
here's your chance. 


One or two players can pilot one of three attack chop- 
pers in realistic mission settings around the world. In 
the two-player mode, you'll work as a team or hunt 
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down your opponent 
over bostile territory. 
The terrain may be flat, 
but its hard if you crash 
on 1t and it's loaded with 
anti-aircraft units that 
return your firc. The bat- 
tle rages m this month's 
review. 


Good play control Realistic sound The two-player cooperative 
option may be the most fun (It can he difficult to find your oppo- 
nent in the two-player Vs. Mode | 

Not much perot play (Once you've blown up one tank. etc.) 
Flat terran The US Army seems to hava a shortage of gas, 
which often results in toasted dreams ез 


„Accolade 
„February 1995 
„2 Megabits 


The furball feline is lost in the ultimate 
museum while trying to rescue his 
niece and nephew. 


Bubsy I for Game Boy has 
the fun graphics and ani- 
mation of the Super NES 
version and most of the 
moves, but the arcas are 
more limited. Game play 
includes platform action, 
in which Bubsy runs, 
jumpsandglides, plus more arcade-like action, in which 
he flies around. With nine levels of the Amazatorium to 
search through while dealing with Oinker Р. Hamm's 
traps, Bubsy П gives players a decent run. 


Æ% Good graphics and lots of variaty, including bonus and hidden 
areas. Lots of action. 

o Not enough game and uneven play Soma areas are fun whila othr 
ers are tiresome Play control in some areas isn't sharp 


„Taito 
„April 1995 
„4 Megabits 


T 


2-PLAYER 


It's a bubble 
blasting action 
puzz!er from Taito. 


Bust A Move is one of 
those puzzle games that 
1s nearly impossible to 
abandon. Тһе idea 
behind the game is very 
simple—you shoot colored bubbles at similarly col- 
ored bubbles that are hanging from the box. If you 
attach three or more bubbles of the same color, they 
fall, clearing part of the box. Once you clear the 
entire box, you'll move on to the next level, Bust A 


Move seems like a big game, but 1t can go pretty fast if 
you never let ıt cool down. Check out our Power review 
this month. 


s у Ра control is very good 
and intuitive. 


е Not enough variety Even more 
puzzles would be nice 


ы Company .... 
NM 2 Release Dat 
JAD Memory Siz: Megabits 
4-PLAYER a E 


Defend the Solar System from the 
alien menace in this sci-fi shooter 
from Psygnosis. 


Fans of the old arcade game, Defender, will wonder if 
they've been transported back m time when they plug 
in Drop Zone. The game play involves shooting alien 
targets as you hover and zip over distant planets. The 
development team at 
Eurocom added some of 
the coolest lead-in graph- 
ics and music of any 
game we've seen, but the 
arcade action of the actu- 
al game breaks no new 
ground. Power explores 
Drop Zone further in this 
issue. 


СА Fast, fun arcada action 


(+) Very similar to other arcade 
Very cool cinema scenes 


shooters 


Company. 
Release D. 
Memory Siz: 


The great EA Sports soccer title comes 
to Super Game Boy, thanks to T*HQ. 


T*HQ may soon build a 
reputation for its transla- 
tions of classic EA Sports 
titles for the Super Game 
Boy. FIFA Soccer captures 
much of the spirit of the 
excellent Super NES title 
and most of the options, 
including tournaments 
and 48 international teams. You can choose the angled 
view or vertical view and set other characteristics like 
weather, field surface, penalties and time. The amma- 
tion and play control is tediously slow, however, and 
there is no two-player option, 


Play feals clunky because of 
h- ә slow frame rata 


4 Good usa of tha Super 
Ҹ Game Boy for screen grapl 
Ics, but no border 
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„Absolute 
„December 1994 
„12 Megabits 


3 Company.. 
а Release Da: 


Memory Siz 
Home Improvement 
goes interactive 
with plenty of 
power tools. 


Tim "The Tool Man" 
Taylor takes his power 
tools through the dangers 
of a TV studio in order to ~% 

track down and terminate the thief who nabbed his 
special Binford tool set. Tim staples and nails enemies 
in this side-scroller based on the hit comedy series, In 
addition to finding the tools, you must collect nuts and 
bolts and race against the clock. The studio sets recre- 
ate fun worlds, like the age of dinosaurs, but the game 
play never rises above standard jumping, shooting and 
the collecting of items. 


ә Lots of attack modes 
Very ewkwerd play control The humor that makes the TV show 


raat is missing from the game Small character graphics 
би iculty of game play because of poor placemant сї objects 


4NTERNATIONAL SUPERSTAR 


Ы 
2-PLAYER 


Konami makes one giant leap for 
sports animation and soccer realism. 


Konami's entry into the soccer wars may have come 
late, but it 1s the best of the bunch in many respects. 

Outstanding | animation 

and play control make this 

game special, and it's all 
packed into an efficient 8 
Megabits. The play modes 
include a World Cup tour- 
nament, exhibition games, 
scenarios and training. 
With 26 of the top interna- 
tional teams to choose 
from, International Superstar Soccer represents its 
sport with flymg colors. For an in-depth look at this 
soccer feast, turn to this month's Sports Scene. 


(+) ban goad enimetion and pley control Good options, 


chali lenge end fun 
(=) Cheesy music No four-pleyar option 


JURASSIC PARK PRAT 2; 


~THE CHAOS CONTINUES 


Release Date ^ 
Memory Size.. 


Dr. Grant is trapped in Jurassic 
Park...and he doesn't want to be late 
for lunch. 


Ocean's second Jurassic Park game for Game Boy 
emphasizes action over adventure. in this side- 
scrolling shooter, Dr. Grant totes assault weapons and 
shoots at the dinosaurs until they are extinct, which 1s 
the way he prefers his fossils, Your goal is to collect the 
passcards that let you pass from onc dino paddock to 
the next. In the final arca of each level a giant dino 
awaits. The layout and 
story are both different 
from the Super NESgame 
of the same name, and in 
some ways this one is even 
better, although not near- 
ly as challenging. Check 
out the review in this issue 
of Power. 


Good play control. Good 


Not very chellengng. No Super 
music, 


Geme Boy features 


ә 


ә 


MRRIS'S PICROSS 


ә Company... 
im 9 Release Date 

Memory Size 
Imagine puttin 
Word puzzle. 
and more. 


pictures into a cross- 
ario's Picross dues that 


The Picross idea has 
become a phenomenon in 
Japan, where it started. 
The idea is simple enough. 
You have a grid with num- 
bers for the yertical and 
horizontal columns and 
rows. The numbers indi- 
cate how many of the squares should be filled in along 
that row or column. If you fill in the correct squares on 
the grid, you'll create an image. That's it. Mario's Picross 
isanelectronic version of this game with puzzle images 
ranging from simple figures, like letters and numbers, 
to fairly complex images on large grids, This issue takes 
alook at this captivating new puzzle experience. 


ә 


Fun and irent Engaging There's по action element, so 
Good demo mode Ə ıt ısn t for everyone 
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ri Company... Acclaim 
m Release Date. ecember 1994 
Memory Size.......| Megabit 


Crush, crash and crunch the competition 
on the U.S.H.R.R. monster truck circuit. 


Monster Truck Wars puts 
you on the national circuit 
for monster truck races. 
Tracks around the coun- 
Í try feature obstacles like 
deep mud, crushable cars, 
| bumper bashing competi- 
tors, pits, bumps, slicks and 
morc. You can also pick up 
Power-Ups and money along the way. As in most racing 
games, customizing your vehicle becomes a strategic 
necessity. Acclaim gives you the options to monsterize 
your truck so that it 15 a fearsome, nitro-belching four- 
by-four of fear. Three difficulty options and a 20- 
course circuit will keep players on the road for quite a 
while, that is 1f they keep themselves on the road. 
Controlling these trucksis a monster, too. 


9 Good overhead view and challenge 


т 
Ө Unresponsive control 


NCAA FENAE-FOUR BASKETBALE- 


34% 

F4 Company... 
È 4 n Release Date. 
4 PLAYER Memory Size.. 


The road to the Final Four begins here 
with Mindscape's collegiate hoop fest. 


NCAA Final Four 
Basketball from 
Mindscape includes most 
of the best b-ball schools 
in thc nation and ren- 
dered graphics that do 
some impressive things. 
Don't be surprised if you 
sce players dribbling 
backwards, for instance. But the realistic animation isn't 
the only story. Four players can hit the boards or one 
player can attempt to move up from the round of 64 to 
the championship game It wont be easy, for several rea- 
sons Take a closer look in this month's Sports Scene. 


(+) 3-0 animetion. NCAA licensa Unique free-throw perspective 


[- L ) Somewhat slow action No activa player indicators to show which 
player you control 


2 Company... Enix 
@ Ф Release Date April 1995 
Memory Size. 12 Megabits 


niw's strategic adventure features 
Enix’s strategic ad t feat 
agres, wizards 
and a unique bat- 
tle view, 


Enix’ Ogre Battle has had 
a major following m Japan 
for several years. lts reputa- 
tion as an RPG with a dif- 
ference is well deserved. 
Ogre Battle looksand plays 
more like a strategy game than an RPG, Characters move 
and fight in units of up to five party members, but individ- 
uals also increase experience and strength. You can change 
the class of your characters and edit your umts so they are 
completely customized. The action takes place in the 
Zenobian Empire with your rebel forces moving from one 
regionto another, defeating armies and liberating towns as 
you go, Hidden items, towns and characters can be found 
everywhere on the map. This month, the Epic Center 
Looks at Ogre Battle and helps players get started m this 
epic adventurc. 

(+) Very deep with multiple endings 

for good replay value 


e Unusual game design end a slow 
learning curve 


2-PLAYER 


Pac-Man plunges into a new adventure 
in a familiar setting. 


Pac-Man enters a stan- 
dard platform actıon 
game this time around, 
foresaking the creative 
interface of Pac-Man 2: 
The New Adventures, In 
this game, you'll hop апа 
bop and jump through 
hoops with the circular тш 

arcade hero, He also has special moves including a 
rope that attaches overhead, allowing the Pacster to 
swing and chmb, 1f you want torun with the Pac, check 
out the review 1n this issue. 


(+) The game can be challenging, but some of the challenge 1s 
because of the puzzling layout Funcharacter 


ж 
o Stage goals are unclear Some moves are awkward 
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2 Company... Namco 
a Release Dai February 1995 
Memory Size 8 Megabits 


Acclaim's Spider-Man 
fest continues with this 
Super NES action game 
based on the new TV 
series. The story involves 
a mass breakout of 
Spider-Man's enemies at 
Ravencroft prison for the 
socially challenged. Once 
Mysterio, Rhyno and the others gain their freedom, 
they go after the wonderous webbed one who put 
them behind bars, Spidey uses grenades, the web- 
shooter and fighting techniques to battle his foes. 
When the going really gets tough, the Fantasic Four 
make cameo appearances to help out. Tune in to this 
issue's review. 


ә Marvelous Marvel-esque graphics Good play contral Fantastic 
Four cameos 


е Standard action scanas with little innovation Simple baddies 


үз Company... Hudson Soft 
Release Date.......March 1995 
Memory Size.......8 Megabits 


The ballpark moves inside with this 
multi-player big league baseball game 
from Hudson. 
The Sporting News Power 

Baseball features four play- 

cr simultaneous action. 

Surprisingly, this is the first 

four-player baseball game 

for the Super NES. Not so 

surprising is that the game | 

comes from Hudson, the “8% - 
maker of the Multitap and Bomberman. The action оп 
the field uses standard video game baseball controls 
and views. Hudson picked up the MLBPA license, so the 
names of major leaguers appear in the game. The ren- 
dered player graphics also look sharp and the field 
options even include a corny Field of Dreams. (Pardon. 
the pun.) The multi-player mode feature makes this Pak 
interesting enough fora closer look. See our coverage in 
the Sports Scene this month. 


(+) Easy to pick up and learn Four-person intarface 


е Pitching isn't realistic Slow fielding Lacks full range of baseball 
play-making on offense and defense 


Company... 
Release Date.. 
Memory Size. 


Movie magic and one of the 


reatest 
sci-fi adventures of all time light up 
the Super NES. 


Acclaim's StarGate includes action, action and more 
acuon. It's also Paked full of excellent graphics, won- 
derful animation, great sound and lots of variety. 
Probe performed the developmental magic, just as 1t 

did previously with 
Alien?. The quality really 
shows. Each area contams 
missions for O'Neil to 
carry out in addition to 
the main goal of just stay- 
ing alive. Our review this 
month will help you save 
the world. 


o Good (although repetitious) graphics and very good game play con- 
trol Lots of variety Some very cool and realistic moves 


е Poor close combat fighting 


= 


4 uw 


4-PLAYER 


Sharpe makes it look easy from one 
end zone to the other. 


Company...... 
Release Date 


Sterhng Sharpe can catch passes with the best of them, 
and this game tries to play up on that. Passing is easy, 
but it's no more devel- " 7 

oped or strategic than m 
any other video football 
game. Options include 
Playoffs and an All-Star 
game, but no full season. 
This month in Sports 
Scene, we take the field 
with Sterling. 


(+) Easy to pick up and play Four-player option 


ә Poor sound Not alot of depth. 
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Jaleco was striving for a sense of realism with this 
game, from the animation to the music to the use of 
the MLBPA license and the names of all the big league 
players. They succeeded in some respects, but the 


SUPER BASES. LOADED 3— 
JXCENSE ТӘ ТЕН 


33 game play suffers from some severe problems, like the 
Ww 9 poor batüng perspective, For the full report, turn to 
TUNER the Sports Scene review. 


From the Star 4 
Spangled Banner to 4 (+) MLBPA license Good sound 
the seventh inning 


stretch, SBL3 takes i ә Poor hitting perspective end contrai Limited pitching control 
you out to the : d 
allpark. 75 
» 
asa HEAD? HEAD aim 
enia HEAD: HEAD aime 
TITLE EOWER КАРЕН. BANGS EDITOR ales, GAME TYPE 
APOCALYPSE I | E Pee 334 24^ vg Г |. KA ^ SHOOTER ` 
ADDAMS FAMILY VALUES 33 30 38 33 ж K-A ADVENTURE 
AIR CAVALRY” | | 325 3: 27705332 K-A . AIR COMBAT 
BUBSYN 7 зг 26 29 . 34 KA ACTION © 
BUST A MOVE 3.1 3.4 3.1 30 Өхкж К-А: ACTION PUZZLE 
DROP ZONE | 398.9338 352 PPM ES KA ARCADE J 
“FIFA INTERNATIONAL SOCCER 2.87 24 29 29 ж K-A] SOCCER. 
HOME IMPROVEMENT 232 30 30 30 КА ` ACTION 
“INTERNATIONAL SUPERSTARSOCCER |27 33 40 32 OK K-A' SOCCER 
‘JURASSIC PARK2 7 353/02 0324/2 07219071 FN БЕ ЖА ACTION” 
` MARIO'S PICROSS ' 30 30 32 зз OX wk K-A PUZZLE. 
MONSTER TRUCK WARS 29 29 27 30 КА” RACING” 
NCAA FINAL FOUR BASKETBALL | 3.0 28 3.0 3.0 K-A' BASKETBALL 
OGRE BATTLE ^ | | 30. 25 30 32 WO K-A staarecy АРС 7) 
РАС IN TIME © зз 29 30 3.2 КА | ACTION 
SPIDER MAN: THE ANIMATED SERIES 35. 32. 34' 33 - K-A! | ACTION ^ 
“THE SPORTING NEWS POWER BASEBALL 3.0 3.00 32 3.0 K-A BASEBALL 
STARGATE ^" " ^" 318. 33. 33 36 © К-А ADVENTURE 
STERLING SHARPE: ЕМО 2 END 28 29 26 3.0 | K-A ` FOOTBALL ` 
SUPER BASES LOADED 3. LICENSE TO STEAL 29 | 3.0. 27. 28. K-A' BASEBALL 2 


ICON KEV 


Software 
appropriate ages 


imulations, RPGs 
tion, Adventures, Puzzles 


GAME SUPER SUPER — SUPER 
ШМК GAMEBOY FX MOUSE 
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тне INSIDE SOURCE ON FUTURE GRMES 
Boogerman promises'to be the Басен опт т of the first half of 1995. It’s funny, funky and full of gas. Interplay's 
team of designers left no brick unturned, no toilet unflushed and no nose unpicked to bring players the greatest 
gross-out ever. The game even’ Scores Over Farthworm Jim in the play control category, although the variety 


of stages may not hë quità 
as bizarre. Еуей $07 
Boogerman goes Where 
no game has gone before; 
at least willingly. The 
courageous hero must 
plunge the depths of toi- 
lets, sewers and other vile 
holes in his quest to bring 
Prof. Stinkbaum to justice. Boogerman’s mode of transport 
ranges from jumping on trampolines of mucous to lighting up a 
= (ahem, natural gas) rocket that 

үл blasts him sky high to new lev- 

els. When he meets a disgust- 

ing denizen of the dump or a 
toxic terror, Boogerman, 
a.k.a. Snotty Ragsdale, 
throws himself into action, 
\ attacking the miscreant Ё? 
TA mess with green chunks, MÀ 
E bellowing belches and 
j the more traditional platform game 
stomp. The preview version received at Pak Watch) looked 


somewhere else. The graphics, и касс and animation are all well- De clever and fun. Expect the 


finished Boogerman early this summer. It's quite 
the pick. 


AVIS A LNT 
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JUNGLE 
Aceh 


A cheer went up from the Pak Watch desk when the terrorist 
urban assault vehicle that-had been circling the Washington 
Monument exploded а cloud of lack pixels: Yeah: T*HQ got this one right. 
Unlike Desert Strike, which had а TEW control and menu problems, Jungle Strike strikes all 
the right chords. The chopper moves smoothly, using realistic momentum and the gun/missile selec- 
tion takes place during the action with the push of a button. (In Desert Strike, 4 
changing weapons required moving to a subscreen.) All the mission’ data сап be а 
brought up оп subscreens, just like іп the original Genesis game from EA. 
Although the designers didn't make use of the Ѕире бате Boy enhancements 
like specialized borders, | 
they made very good | 
use of Game Boy graph- 
ics in creating the 3-D 
combat terrain. 


TIME COPA 


The Bad Boy of Belgium, jean Claude Van Damme, makes his action game 
debut in JVC's Time Cop. The game graphics showcase a digitized Jean 
Claude kicking out at time traveling bad guys with his patented moves. 
Multi-scrolling digitized backgrounds add to the realistic look of the game. He’s 
1 also armed with a gun and bombs. The frame rate of the 
Гот animation makes for a smooth looking game, but the variety 
| between stages lacks creativity. Although the game makes use of set- 
| tings from the movie, а good sound score апа, 
| some cinema scenes, it appears to lack the depth 
of other movie-based |УС games like the 
Star Wars series. Time 277 
R p Cop should make it to 
% ION the stores by May. 
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film movies here. In February, Pak Watch dropped in for a look at the new James Bond film, 
Goldeneye, which is being filmed at the Leavesden Studio near London and around the world. 
We weren't alone. Tim Stamper of Rare Ltd. drove down for the press conference, but he was 
less. interested i ingetting an autograph from Pierce Brosnan, the newjames Bond, than in talking 
to the film's production designers and artists. His interest is 
in making the Super NES version of Goldeneye as realistic and 
true-to-the-movie as possible. There was a lot to take in: 
movie stars, sets, props, scale models, fancy cars, cool gad- 
gets and more. 

United Artists may be holding onto the script of the 17th 
Bond film as if it were a top secret document, but they did let 
a few plot elements slip out. The story takes place in today's 
‚ Post Cold War world in which the power of the Kremlin has 

been replaced in part by a shadowy organization of the 
Russian mafia. Bond's mission will fz 
take him into the - 
new Russia and 
around the world in a 
race to foil a bone- 
chilling plot. The shooting schedule takes the cast and 
crew from the vast studio complex at Leavesden to) 
Puerto Rico, St. Petersburg in Russia, the Nene Valley and g 
Monte Само, That's 18 weeks of hard work to live up to. 
di traditions e have been laid down over more than 
- 30 years of Bond films. 


.. Your first chance to see The Challenge, SGI'smost powerful computer and 


‘theultimate grephics processor, will ba given the 
a picture will ү ae Be of ree 6 the Scenes and Оған өз m 
e upcoming holida jenays. Like Donkey Kong Country, Goldeneye 
p ing y imad use oF ACN NEEDED 
season. Modeling) techniques throughout the geme. 


As for Goldeneye the 

game, Tim Stamper and the talented team at Rare have just 
begun the hard work. Pierce Brosnan will appear as Bond just 
as he does in the movie. Other elements to be imported from 
the film include the famous Bond theme music, the new BMW 
Roadster and Q's cool toys. Goldeneye, like Donkey Kong 
Country, will be a fully rendered game that uses the same 
. ACM (Advanced Computer Modeling) techniques. It's too 
early to report a release date for the game, but it should 
appear shortly after the movie. 


Art Director Andrew Ackland-Snow ond Tim - 
Stamper, who will ШЕШ the Super NES game, | 
discuss the two projects. 


у 
The new James Bond (Pierce. uci oses with 
co-stars (from left Desmond Liew! ivr Када 
Janssen, Brosnan, Izabella Scorupco), 


09 
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by this summer including one side-scrolling action game set in 
3-D action puzzle with an КОШКУН ТЫЗ feel known as Whiz; 


е 5 a cyber punk hero armed with an array of futuristic zappers. You 
hulti-level stages to reach an orbiting space battle station and the fiend who 
threatens the world. In Whiz, you spin thraugh a 3-D world full of obsta- 
gj cles and enemies in 11 stages that со! : p 
bine puzzle and action game elements: |5 

Oscar disguises himself as a vampire 
and a game show host among other 
things as he scampers through this 
side-scrolling platform world full of 


world of Prehistorik Man follows in 
the footsteps of Joe and Mac. The | 
character and the world are) i 


UPDATE 


If you didn’t get a copy of Tecmo Super Bowt Il: Special Edition, don’t worry. 
Tecmo Super Bowl IIl: Final Edition is coming and it features the same improved 
game play as did the Special Edition. Although the game engine won't change 
dramatically, the game will have both expansion teams and any other team 
moves. In fact, Tecmo is waiting until trading deadline in the NFL before final- 
izing the rosters in the game. One of the reasons that Tecmo kept the number 
of Special Edition Paks so small was that they wanted the next major release to 
have the new teams and rosters. So when can Tecmo fans get their hands on 
Tecmo Super Bowl III? The countdown is on for next October. 
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THE А BAND ШШ 


Cupertino, CA, 1995. A previously unknown company headed by refugees from Apple Computer have begun 
their invasion of America's households. Our адеп һауа uncovered a plot that may alter the Way Americans 
play video games. The first alpha version of the device known as the XBand Modem for the Super NES, was 
uncovered at NOA headquarters in Redmond, WA. Previously, the agents had experimented with the simpler 
Genesis version, and even that was fun. But the Super NES XBand benefitted from being developed second. 
It had more internal ROM than the Genesis model, olding more graphics and animation modes. When it is 
released into the American marketplace in September, the XBand for the Super NES will have the best game 
options available including play patches for Ken СгіҢеу Jr. Presents Major League Baseball from Nintendo, EA 
Sports’ Madden '95 and NBA Live ‘9S, Mortal Kombat апа NBA Jam Tournament Edition trom Асат. Not 
long after that, subscribers tg the service should be able to play games that have 

special features M | with the XBand in mind. How does it work? Our 


agents will report ba ^ B article next month, Js this the utube of game ia 
ig? The truth i is P AS 
Е U.S. Gold's new ‘Super NES О, 


game—Izzy’s Quest for the Mi. 
Rings—tries to add a twist (or at least a 


Izzy, a strange little fellow who spin jumps 


and gains super powers, spends most of his time just trying to find 
his way through the confusing mazes of each stage. The graphics 
mix fantasy and Greek themes with a bright palette. A truly 
dizzying array of collectible objects fall from the sky or 
bounce out of the grass at Izzy’s feet. Collecting the 
objects may give the Izster special powers, like the ability 
to rocket through the air. 
As far as the theme is con- 
cerned, apparently U.S. 
Gold is trying to get a jump 
on the ‘96 Atlanta Olympic 
games for which they hold 
the license. 
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spin) to traditional platform game play. 


m 


LT 


BASS MASTERED 


Readers of Sports Scene may recall our Bass 
Round-up earlier this year. At thaistime, Bass 
Mosters from T*HQ wasn’t-finished, although it 
was playable. Now; into the final 
version of Bass Maste tis definite- 
ly more refined. іі the sound 
include realistic М . Graphical 
improve- 
ments 
include 
more 
detailed 
lake bottom 
views and 
more fish 
details. Bass 
Masters is 
the only bass tournament game that lets you 
upgrade all of your equipment, even your boat's 
engine. The garne, also takes a dramatically dif- 
ferent view point. Working lures in this perspec- 
tive isn't quite as intuitive as in Bassin’s Black Bass 
from Hot-B, but it has the unique advantage of 
showing close-ups of the fish. As you stare into 
those cold black eyes, you'll know that it's just 
man vs. fish. Bass Masters should be out on the 
lake by May. 


WORMS 
WORMS 
WORMS 


Do you need more slime in your life? Do you 
really hate crows? Have you ever flung a cow? If 
you answered ‘yes’ to any of these questions, 
you'll be happy to learn that Eang 
development is well underwa 
hopes to release the next Sup 
October. Can't wait that long 
Earthworm jim for 
Game Boy should be 
out long before EJ2. 
The small screen 
version looks sur- 
prisingly like its big 
brother. In fact, EJ 
Game Boy should 
have all but one of 
the levels that appeared қ al game. 2. 
But that's not all for Jimbo. The coólest annelid 
(worm) on earth moves into mainstream mär- 
keting this fall when his cartoon series debuts 


er IHR rco aln 


© 


a3. 


ЕЗ 
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on the WB Network. Warner will air Jim during 
its Kids’ WB hour. Still haven’t had enough of 
the Worm? Playmates will introduce an 
Earthworm Jim action-figure line of toys and 
accessories in September. Let’s hope that fim 
doesn't let all the fame go to his head, even if 
he doesn't have one. 

Playmates won't put all of its eggs in the 
Earthworm Jim basket. Mutant Chronicles for the 
Super NES should storm the stores this summer 
with as much flesh-shredding, bullet-pumping 
action as you can take. Mutant Chronicles takes 
a page or two from the Contra series of games, 
but it doesn't stop there. On the Game Boy 
front, World Heroes 2 Jet featuring World Heroes 
fighting action is in development. 


THE SPECTRUM 


Spectrum Holob 
you some of th 


e circles the globe to bring 
ost inno itive Kê ever 


sıcomêés fro 


Chicago-based согпрайу/ 
Battletech simulations, 
granting Spectrum the 
new video game plat 
owned by Tetris-crej 


most recent Proj ject, Fresh Water et 
design a video aquarium. Spectrum Woloby 
some of its 
The new plaf 
include the 
only Spectri 


ез 
In the deja vu file, ЕНІ Roller Hockey from 
American Softworks is a dead-ringer for 
Accolade’s 
Brett Hull 
Hockey. How 
could such a 
thing happen? 


The same 
development 
team at 
Radical 


Entertalnment used virtually the same game 
engine, changing only a minimum of graphic 
and sound elements and slapping on anew title. 
The roller hockey game plays just as well as the 
ice hockey title, but the developers insist that it 
incorporates slightly tighter turn radiuses and a 


gray/white concrete rink floor instead of a 
blue/white ice floor. In addition to those excit- 
ing changes, the voice of Al Michaels has been 
replaced and the title screen looks completely 
different. 


GRIDIRON STORY 


HudsonSoft’s Gridiron Glory combines some of 
the least impressive football graphics for the 
Super NES with some of the least inspired 
plays—not exactly a winning combination. From 
the animation to the play selection, this game is 
mired in the muck of mediocrity—definitely not 
a game we would expect from Hudson, the mak- 
ers of the Bomberman series. 


QUICK-TAKES 


Acclaim announced a deal with Marvel comics giving 
Acclaim the rights to make video games based on 
Marvel's characters and stories, including popular 
heroes such as Spider-Man, The Fantastic Four, Iron 
Man, X-Men, Wolverine and others. The Battletech 
game for the Super NES has run into some delays 
according to Activision. Earlier іп the year we had 
anticipated receiving Battletech byhow, but the ear- 
hestirelease date has slip tember. Another 
title that won't be showing Up as Soon as we hopedis 
—T UE melt Man Z Áwhich was shown at Winter 
The latest; and'targest of pai Mega Man games 
(А : gabits -was-one « best games at the 
e of this, no date has been set for the 
release of this . Weill le и know as soon as 
the status ch: firgin ive reports that the 
las become Spot Goes to Hollywood, the 
such a well-rounded celebrity. Packy 
f politically correct, anti-smoking 
f a Systems. The message may win sup- 
porters, but the graphics and play won't attract 
many players. NHL Hockey from Malibu is next up in 
the Game Boy conversion conveyor. Hockey fans will 
finally have a game they cantake on the road. Hi Tech 
Expressions reports it plans to make a Super NES ver- 
sion of Cosper based on the upcoming movie that 
brings the friendly ghost back from (well) the grave- 
yard of syndication. In spite of its broad story devel- 
opment, Accolade’s Fire Teom Rogue suffers from 
jerky animation and low-end, Genesis graphics. Dark 
Stoker, shown at the Capcom booth in its arcade 
form, was not mentioned as a Super NES game, but 
Capcom Japan may have different ideas. At Koei, Rise 
of the Phoenix breaks away from the historical RPG tra- 
dition of the Romance of the Three Kingdoms series 
with amore strategic war game design. The LifeCycle 
from LifeFitness is making news with its announce- 
ment of a significant drop in price for later this year 
along with new hardware configurations and soft- 
ware titles, including Tetris, Poc-Mon, and Exertoin 
Speed Rocer. 


ET 
| 
| 
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Bass Masters 
Battletech 
Big Sky Trooper 
Boogerman 
Civilization 
Comanche 
Deep Space Nine 
Dirt Trax FX 
EarthBound 
Earthworm Jim 2 
FireTeam R 
lzzy's Quest for the 
lympic Rings 
Knights of Justice 
Mutant Chronicles 
Dscar 7 
Prehistorik Man 
Realm 
RHI Roller оку 
Star Trek: Deep Space 9 
Tecmo Bowl III: nel Edition 
True Lies 
Warlock 
Weapon Lord 
Whiz 


Aladdin 

Animaniacs 

Donkey Kong Land 
Jungle Strike 

Kirby's Dream Land 2 
The Lion ДЕН 

NHL Hockey 'S 


Spring ‘95 
ЕШ "s 

Fall '85 
Spring ‘95 
Summer ‘95 
Summer ‘95 
Spring ‘95 
Summer ‘95 
Summer ‘95 
Fall '85 
Summer ‘95 


Summer ‘95 
Spring ‘95 
Ға!" 
Summer ‘95 
Summer ‘95 
Summer ‘95 
Spring ‘95 
Summer ‘95 
Fall ‘95 
Spring ‘95 
Spring ‘95 
Summer ‘95 
Summer ‘95 


Fall ‘95 
Summer ‘95 
Spring ‘95 
Spring ‘95 
Summer “95 
Summer “95 
Summer ‘95 


Justice League 
Tash Force Ir 


Talk about your super fighting games! 
All of your favorite DC Comic heros 
battle it out against some of the 
toughest bad guys around, Street 
fighting will never be the same now 
cp eee] that these superheroes have gotten 
M4 into the action. Check out Sunsoft's 
latest hit next month! 


Kirby's Drean 


The mighty puff-ball is back! Kirby's lat- 
est adventure has been created with the 
Super Game Boy in mind, so you can 
expect some super game play. If you're 
one of Kirby's many fans, you won't 
want to miss this issue. 


True Lies Warlock 


May 1995 Volume 72 » he 
Exclusive m ч NP Award 


ў MORTA ne n MBAT 


Okay, here's the scoop. Mortal Kombat III is the game that everyone 

is waiting for, Rumors that it wasn't going to be released for the 

super NES and the Ultra 64 have been flying. Nintendo Power ts going 
to blow that rumor out of the 
water next month, so tune in! 


Nintendo Power readers have 
spoken! The votes have been 
tallied and the NP Awards are 
ready to be handed out. See if 
your favorite game won a 
trophy next month, 
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BACK ISSUES 


These Nintendo Power issues are avoiloble indi- 
vidyolly Add them to your colleciioni They con- 
tain the following exciting reviews 


Volume 56 (Jon. 94): Mega Min X, Flashback, 
Claymates Soldiers of Fortune TMNT Tournament 
Fighters, Battletoads & Double Dragon The Ultimate. 
Team Batman The Animated Seres TMNT [il 
The Radical Rescue, Terms 2 (Game Boy), Disney's 
Стр № Dale Rescue Rangers 2. 


Volume 57 (Feb. :94); Buys Bunny Rabbit 
Rampage, Young Merlin, Skyblazer, Inspector Gadget, 
The Sports Scene Lester the Unhkely, Chophfter Ilt 
Spider Man & The X Men in Arcade 5 Revenge (Game 
Boy), The Simpsons Bart & The Beanstalk, Zoda s 
Revenge Star Tropics Ш 


Volume 58 (Mor. ‘94): NBA Jam Wolfenstem 3- 
D. Super R Type Ш Metal Marines. The Flintstones 
‘The Treasure of Sierra Madrock, Wano Land Super 
Mario Land 3, Zoda s Revenge Star Tropics Il 

{Part 2) 


Volume 59 (Apr. '94): Ken Griffey Jr Presents 
MLB, Star Trek The Next Generation, Mickey s 
Ultimate Challenge. X Kaliber 2097 Time Trax, Тот 
and Bure No Fly Zone Pinball Dreams, Super Pinball, 
Super Metroid Preview, Prehistonk Мап Walt 

Disney s the Jungle Book (NES) 


Volume 60 (May '94) Super Metroid The King 
of the Dragons, Joe and Mac 2 (Super NES), The 
Jetsons Invasion of the Planet Pirates The Sports 
Scene, Spectre Knights of the Round Solitaire 
Funpak, Black Bass Lure Fishing Bonk s Adventure 


Volume 61 (June '94): Disney s Beauty and the 

Beast. FireStriker Clay Fighter Toumament Edition, 

Spike McFang S)amMasters Fatal Fury 2 AS P Air 

Strike Patrol Super Loopz Illusion of Gara (preview), 

Donkey Kong (Game Boy), Monster Max Stop That 
‘ouch 


Volume 62 (July 94). Super Street Fighter П, 
Breath of Fire Disney s The Jungle Book Liberty or 
Рел Tetris 2, Double Dragon V Tarzan (Game 
Boy) Space Invaders Jeopardy Sports! 


Volume 63 (Aug, 94) Stunt Race FX Lord of 
the Rmgs- Vol 1 King of the Monsters 2, The Death 
and Return of Superman An American Tale Fievel 
Goes West. Sonic Blastman 2 Disney 5 Beauty and the 
Beast (NES) Cool Spot (Game Boy) lichy & Scratchy 
ın Miniature Golf Madness Roba Cop vs The 
‘Terminal or (Game Boy) 


Volume 64 (Sept '94): Mortal Kombat It Super 
Bomberman 2, Pocky & Rocky 2, Blackthorne, 
Aerobiz Supersonic Vortex Shem's Revenge Taz 
Mania Game Boy) The Making of Donkey Kong 
Country, Killer insunet Preview 


Volume 65 (Oct, 94): Super Punch Out"! Final 
Fantasy lll. Maximum Camage Mighty Morphin 
Power Rangers (Super NES) Pac Man 2 illusion of 
Gua Bram Lord. Meza Man V (Game Boy) Mortal 
Kombat li (Game Boy) Yog: s Gold Rush Donkey 
Kong Country preview Cruis n USA preview 


Volume 66 (Nov. 94). Donkey Kong Country, 
Sparkster, Earthworm Jim Final Fantasy ill Indiana 
Jones’ Greatest Adventures Super Adventure [sland Ш 
Wild Snake, Contra The Alien Wars (Game Boy) 
Killer Instinct preview Mortal Kombat I} codes 


Volume 67 (Dec. 94); Demon’s Crest, 
Earthworm Jim. Zero the Kamikaze Squirrel Super 
Retum of the Jedi Uniracers Tin Star, Малю?» Woods 
(МЕ), Samurai Shodown (Game Boy) Wano Blast 
(Game Boy), Casino Funpack (Game Boy) 


Volume 68 (Jon. '95): The Lion King Robatrek 
The Adventures of Batman & Robin Pitfall The 
Mayan Adventure, Street Racer, Star Trek. Starflect 
Academy, Animaniacs, NBA Jum (Gume Boy) Daffy 
Duck The Marvin Missions, Madden "9S (Game Boy) 


Volume 69 (Feb. ‘95): Mega Min X2 Kirby s 
Dream Course The Lion King (Part 2) Sports Scene, 
Wolverine seaQuest DSV Desert Sirke Return to the 
Gulf (Game Boy) Super Punch Out!!, Donkey Kong 
Land preview 


Volume 70 (Mor. “95% NBA Jam Tournament 
Edition Metal Warriors Speedy Gonzalez Tetris & 
Dr Mano, Hagane The Incredible Hulk Bubsy ii 
King Arthur & The Knights of Justice preview, 
EarthBound preview 


Use the Bock Issue/Tip Book Order Form in 
thts issue to order post Nintendo Power 
Issues ond books, or coll our Consumer. 
Service deporiment at 1-800-255-3700 to 
order by phane with Viso or MosterCord. 


GET THIS STUFF OR 


GET A WEDGIE! 


IT'S NOT A DIFFICULT DECISION 


NOW AVAILABLE IN THE SPRING '95 NINTENDO POWED SUPPLIES CATALOG 


IT'S ALWAYS 
КІ TIME 


BELLS 


| AES 
SUPER NES Le 
4 QUENCH YOUR 


ONLY NINTENDO POWER MEMBERS HAVE ITI THIRST WITH OUR 


20 OZ. BEVERAGE 
CHECK OUT ALL THE HOT ITEMS IN THE LATEST CONTAINERS 


POWER SUPPLIES 1-500-882-0053 


VOLUME 71 15 


SUPER, 


Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 


Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 


People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www. retromags.com 


We are only interested in preserving classic magazines 
that are at least 5 years out of print. 


We have no desire or intention to profit from these In any way. 
So please, if you come across people trying to sell these releases, don't support them! 


Thank You and ENJOY! 


55502:64o$ 062 aseo 


